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Read This! 


There are some pitfalls we want you to make sure to avoid before 
starting £0 work with Cubase, 


Computer 
This program runs on any Atari ST compuner 
RAM and i.7OS; in ROM, Cubase can tot be stared from an AUTO folder 


ith 06 least one megabyte of 





Monitor 
This program works with Atari monochrome monliors like the 12" SM. 12 
‘or $M-125 oF tho 19" SM-194, Oxher monochrome monitors may we 
Color monitors: are not supported. 








Disk 
The program comes on a double sided disk. This sk is not copy protected. 
‘You might not need all files on the original program disk, sox pa 


Backups 

‘The first thing you do, take a .j.backup; of the original program disk that 
‘Comes with the package. You can copy the disk to another 3.5" floppy or to 
‘hard disk. If you are not familiar with this procedute, cousult you Atari ST 
Operation Manual. The disk is not copy proiscted and the copy will run if 
you hive your Key (the plastic cartridge that comes with the program) 
inserted into the ROM port 





The Key 
‘To be able o run the program you must have the .Key; inserted, The key is 
the verification o that you have actually bought the program. If you loose it 
‘you haye fost your program! 


Never insert or remove the key with power turned on on the computer! 
Make sure you don't put the key in upside down! 


Saving 
If you do:not use a hard disk, we recommend that you save your work on a 
‘eparate disk, not on the program disk. Program crashes have always 
‘with computers, and a major crash will probably result in thatthe 

‘Diteral resent in memory is los forever, The only way to insure yourself 
‘Against disasters is to save regularly while working or to use the Autosave 

« You may run tho program of a RAM-disk, but we cant guarantee 
Cave 
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TPEST's MIDI Thru and MADE cables 


Accessories 
You can use Cubase with Acces 

i sory programs that follow the programming 
Conventions for the Atari ST. But beware, not all Accessories follow the 
standard perfectly 


Steinberg can in no way guarantee the use of Cubase together with any 
Certain Accessory or other type of utility progeam. 


“Read Me” Files 

‘There might be a file called “Read Me" on any of the disks that comes with 
the program, This is a text file which describes any changes of additions 16 
the program that are not stated in the manual, Double click on this file. 
Select one of the two options in the dialog box, to either display the text on 
the screen or to print it out on a printer. 


Note Off Controllers 
Some Roland synthesizers send a'a MIDI message called All Notes Off as 
Soon as you release all keys on the keyboard. This may lead to very confu- 
sing results when the same synth is used to play back music from more than 
one Track. If you experience this problem you should filter out this message 
lusing the Controller filters in the MIDI Definition dialog box. 


Running Status 
There is a way to make MIDI transmission more compact, called Running 
Status. This wasnota part of MIDI from the beginning so notall units can accept 
this data compression method. If you experience problems with a Korg DDI 
or DDDS, an Ensoniq Mirage, a Sequential Prophet T8 or a very old 
YamahaDX7 you should make sure that you are not transmitting. under 
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Read Thi 








‘Running Stausfrom your computer. Check te setting inthe MIDI Definition 
finog box, Itwille obvious youhave his prvblem since the instnuaeat will 


hhandly play back sequenced material at all 









‘SMP-24 
Users of the Steinbetg SMP-24 must have software version 1.6 oF higher to 
‘make this unit work with Cubase. If you have an older software version, 


‘contact your dealer for an upgrade. 


‘begins with a tutorial seetion showing you how to get 
ions ofall aspocts ofthe. 


Installation _ 


{f your Atari $T isn't already set up ast should be, do ¥0, following the 
instructions in the computer's Operation Manual, You should also be 

reasonably familiar with the computer and operations like handling disks 
sind using the mouse (clicking, selecting, double-clicking. and draping), 











Getting your disks ready 


Wf the Cubase program itll and 





‘Cubase cones on two disks, one cont 
some files (inside and out of folders) that go with it On this disk yo 
{ind the Install program and the M+ROS Switcher program that you necd if 
‘you plan to run several programs at the same time under the MrROS system. 
‘The other disk contains additional files needed for printing and some 
‘exaimples. None of the files or disks are copy-protected so you may use any 
‘cans of copying that you find convenient. 





‘You might not need all of these files, but itis very important to have the 
‘ones you use in the right folders, 


‘Before you start rearranging files on the disks or copy them to a hard 
isk, make yourself « backup copy of both original disks as they were 
‘when they came from the factory. You might need these at a later stage, 
{or example when you buy additional hardware, Put the originals in a 
‘safe place and do all the copying from the backups. 


Using a Hard Disk 


‘If you have « hard disk, copying the right files from the floppies isa relati- 
‘oly painless procedure. If you wish, put everything in a folder or in the root 
isectoy, it doesn't matter, However, the relative positions berween the files 
‘ve very important, so when we say, "put this file a the same lovet as that 
‘ile they must both be visible a the samme time in a folder oF i the root 





= Installation 


Usi 
IMB a System With Two Disk Drives 


When you are actu 
ally prin 
files ike template ele ing. This disk could then also hold additional 


‘Some files and (c 
ine same fle rin the rc decoy ett ame ve 


Using a System With One Disk Drive 


This is almost the same as wit 
1c as with two floppies. Make: it 
files you absolutely need two run beaten Tryon Pigs swith the 





Making up your ‘working disks will be a lot easier if you have 

program. This type of program uses pal of ie STs imemal mean 
(RAM) asi it was a Aoppy drive. That wil allow you to copy files from 
both disks on to the RAM-disk: ‘without any ‘hassle, Then the whole contents. 
‘of the RAM disk can be copied onto another floppy in one go. 


The files on the disk 


Disk 1 
‘On this disk you will find some files you absolulély need to nun the. 

tam, CUBASE PRG is ofcourse the program sell. To be able to toi. 
‘you also need two folders called CUBASE,DAT and MROS. 
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Installation 


‘The CUBASE.DAT folder most be found at the same level as the 


‘CUBASE PRI 
and one file 









Installation 


MROS folder, tf you do that its no longer important thal Cubase andthe 
MROS folder are athe same level. Thee it also a SWITCHER SET file 
which lets you configure the Switcher program, Copy this anid ater i, oF 
{rake up your own from scraich, it doesn't really mailer, Please read the 

MROS Switcher Chapter atthe end of this manual for more information 








1G. It contains three resource files calles! CUBASE 1-3 RSC 
alled QB_ICONS. These:should not be touched, just copy the 





folder as itis. I also contains two socalled sroen drivers, QUICK.SCR an 
YDISCR. “Quick” is for the standard SM-124 and "VOI" for lange screen 

monitors. The program will detect which one to use on stiriup, so you can On Disk 1 you wil also find a number of files called DEF. something You 
Salely keep both there, they don’ take yp mach spc on your isk anyway Should definitely copy the DEF.SET and DEF.ARR files to your working 







disk and keep them atthe same level as CUBASE.PRG, because this will 





‘The M-ROS folder must also be ai the same level i CUBASE.PRG, unless ‘make the program start with sensible seltings. The other two .DEF files 
‘You plan to use the M-ROS Switcher program (sce later in this text), The (DRM and MIX) may be copied w the working disk if you wish, You can 
folder contains M>ROS itself and the drivers for Devices you can use. It you {ater alter all these DEF files of replace them with your own and thereby 


{fr instance have a Stcinberg SMP-24, you need wo have 
‘SMP24.DRV in your MROS folder. And if you have « MIDE 
a file called something like MIDEX.DRV must be pu 
‘Generally, don' put in any drivers you don't need 


that uses a file called INSTALL RSC. This program allows you to activate 


Pease remember thst no matter how many M-ROS prograins you boo 

Hit 
‘nly the first MoROS (and the divers in ils folder) that are loaded. Alt 
MROS files on other program disks are {ignored for as long as one M+ROS 


isresident, 


Netaother fie is called SATELLIT.AC and this isthe Satine 

Teen ot be used as itis, you have to activate it using the INSTALL Phe, 
Aeaiiet in he ext. For ito load as an Accessory ialto needs te be loca 
‘at he mot evel of your staup disk (outside all folder), 


Kyou use the Switcher it will always be the first program you launch, before 


the: 


















file called 
‘or MIDEX+ 
nw S000 


‘customize the program, 











‘And finally, there is a READ.ME text-file on Disk 1 that contains wrinen 
information about the printer drivers (see below), notes for users of large 
screen monitors and lists of any changes made 1 the program since this 
‘manual was written, Double lick on it and select Show or Print from the 
dialog box that appears. If you select show you can at any time return wo the 
desktop by pressing (Q]. This file is of course not needed tw ru Cubase, 


‘al program that comes on Disk 1, called INSTTAL.L.PRG and 


‘you plan to use, so copy these two files to the same level 
‘oF folder) as the MROS folder. 

Disk 2 

‘On the second disk are additional files and folders you might need. 


folder on this disk is called PRINTERS. This contains files needed for 
pa ‘on certain printers. You might be able to identify the printer you 
‘own by the name of the file If you don't find your printer there, look in the 
printer's manual for information about models itis compatible with, and use 
that fle instead. Additional information about each printer driver (cx the full 
‘name) is also found in the READ.ME file (see below). For instance, many 
rine dot printers are compatible with the Epson FX-80 and therefore should 
use the EPSON.PRN diver Since you oily use one pine at time you 
‘only need one of these files. Put the driver file you plan to use on 
disk and at the same level as the CUBASE.PRG. 


For printout you ay so ecient ai ate 
ith different sizes and looks. y 

Diskin he FONTS oie seed Dich ands eco ao 

typeface called Times. All the Dutch font files include te eters 
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srutase This means that the Switcher lads M-ROS, co 
PRG and SWITCHER.RSC on the sume level as your 
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{in their names, Cubase's score printing uses this typeface for 
Some one ext at aways pind wi he sore 0 you should clade 
this font in your system (otherwize this text will print in the so called 
‘System Font, the one used in the menus and other places in the program), 
You can also buy additional standand GEM fonts at your Atari dealer. and 
copy and use them in the same way as the Dutch (ATTR) font 





‘Among the font fies you will find the Dutch font in four sizes, 10) 12, 18 
and 24 point. Each size is also included in throe versions. For the 10 povnt 
‘Size for example, they are called ATTRI0, ATTRIO: 












10, 12, 18 
ider, so that 





‘You need to put one or more font fies ofthe “plain 
and 24 without the SP or LS additions) in the CUBASE.DAT 
the program can display the font on the screen, You actually only need to 
‘put the ATTR10 file there to make things work. This will make text in odher 
sizes than 10 points bit jagged and gly on screen, but then again it will 
‘save more memory for music (you will be able o zecord mare noies) which 
is probably more important in most cases, Note that itis only on the screen 
the font will be displayed in a less pleasant way, when printing it will come 
‘cut with full resolution. 


(Copy the whole FONTS folder wa separate disk, orto the hard disk. This 
will be noeded when printing. Ifnot found, the program will ask you for it 
and display a dialog box, so you can locate itor putin the disk. The program 
‘will then remember where it was if found in the same drive (or on the hard 
disk) next time you print. 


‘The font files included support excellent quality output up to 300 dpi (dows 
‘per inch) and ifs font with an even higher resolution is found in the FONTS 
folder (and can be wilized with the printer you have) it will be used. 


‘Other folders are EXAMPLES, DRUMSETS and MIXERMAP. These 
‘nian example files of Arrangements, Drum Maps, Mixers and so on, 
‘Load these whonever you ae familiarizing yourself with a new part of 
(Cubase and want something o suxt from. These files are not needed for 


everyday use. 
‘There is also an 1PS folder with files forthe Ineractive Phrase Synthesizer, 
‘part of Cubase, More on this in chapter 22c. 
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Once you ni 
Fear antl Your files copied wo the right 


YOU gear and stp he nroge disks, itis time wo connect 


Setting Up ana Booting 


The: description bel 
low assy 
Dp, nota ha oy SSS tha ou are running the program off 


Possible, verify that 
Aescribed in its operation manual) 


* Insert the i.Key;, the plastic 


into the canridge port of th 
down, 


Cartridge that comes with the program 
‘Omputer. Make sure itis not upside 





* you are using any extra Device, like the St 
inl ‘SMP-24. 
TimeLock, withthe computer, connect this pre tnetahs 
yon, onsult each unit's operation manual. Depending on the Device, 
You may want to use other MIDI In and Outputs than the ST's own, 


Since this isan option, the following text ref 
n , fers to 
built in MIDI connectors, : bei 





* Connect the MIDI Out of the keyboard (or other MIDI device) you 
Plan to use for recording, to the MIDI In of the computer. 


* Connect the MIDI Out ofthe computer tothe MIDI in of the ist 
instrument. Then connect the MIDI Thru of that instrument to the 
MIDI in ofthe next device, Continue to chain the units in his way 
Until they are all connected tothe compute. Ifyou plan to use more 
than three sound sources we recommend thal you use a separse 
MIDI Thru box instead of the Thru jacks on each unt. If more than 
‘one instrument doesn't have a MIDI Thru, you will have to get a 


‘MIDI That box, P 
Cubase 27) 








* ‘Set sch instrument to receive on a cenain MIDI Channel. Or if you 








JeMIDE In O=MIDIOve ‘TeMIDI TH: 


Make all audio connections, tum on the instruments and verify that | 
they sound (if possible), | 





have multi-timbral instruments, sot each Sound (Timbre, Part, 
Program, Patch) to receive on a certain MIDI Channel, I 


* Put Your Working copy of the program disk in the disk drive, and turn 


on the computer, The screen should come alive, showing the ST 


FLOPPY O1sK CUBASELPRG 


* _ Pouble click an the FLOPPY DISK A icon (ifits window isnt 
already open). A window appears showing the files on the disk. 


* you have followed the earlier description on which fies to copy to 
“the program disk, you should be able o find a program called 
INSTALL PRG which also needs a file called INSTALL RSC. This 
“Program is used to install the driver files you néed, as described on 
fase 2-4, Doubleclick on INSTALL PRG anda dialog box appears 


The Satictite Acc 
click on the Sate 





INSTALL RSC off your working copy of the disk, sine he drivers 
antin activated until you use the INSTALL PRG to deactivate hom 


* _ouile click on the Cubase program ican, The desktop should 
inimediately disappear and after a while an Arrange window with the 
title DEF.ARR should be displayed, 


Before you go on, make sure that your MIDI Thru setting is correct If 
‘You use a synth for recording, set this to Local Off if possible, and 
Cubase to Thru On (in the MIDI Definition Dialog box on the Options 
‘meu, If you use a separate MIDI device like a MIDI keyboard with no 
Sounding capabilities, a guitar to MIDI converter with no built in synth 
or similar, Cubase should also be set to Thru On, Ifyou use a synth or 
similar that can’t be set to Local Off, the options are a little bit more 
complicated due to the nature of MIDI, 


* Play your MIDI keyboard or other device. Check the I” box on the 
‘Transpo Bar so that you ae sure that Cubase receives MIDI data If 
you have Thru activated, the "O” box just below it should indicate 
Output of data also, 


ia 


The [und O symbols on the Transport Bar scales 
‘ge! 
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Your First Recording ————— 
‘This chapter gives you a shor introduction to how recording is dobe in an 
Arrange window in Cubase, This text does not give you all the details, If 
{You run into problems, look each function up in the relevant chapter, or 


‘check the index. 


This text assumes that you have already followed the steps in the “Inst 
{ation” chapter, that you are using the Awan buile in MIDI connectors only 
and that you have no problems with the MIDI Thr sewing. You should have 
the DEF. ARR Arrangement that comes on the prograin disk displayed on 











the screen. This gets automatically loaded when you start the programm, This 
text also assumes that you have one or more MIDI instruments, each set to 
(One MIDI Channel, or that you have-a multinimbral insinimen (or several), 


with each sound set 10 one MIDI Channel 


* Play your keyboard and check the 1 box on the transport bar. It 
Should flicker to indicate that Cubase is receiving dats, If you have 
‘Thru tumed On, the O box flickers along, indicating outgoing data, 


ia 


* _Onithe let side ofthe screen you have the Track List. t now displays 
16 Tracks set to send on MIDI Chane! 1 to 16. Use the left (increa- 
$e) and right (decrease) mouse button to set the first Track to the 
‘ight MIDI Channel by changing the value in in the CHN column. 


ht [rene rnstaunent [en | 
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Ls uit Want to change the tempo, locate the Tempo box on the 
page Bar.and change the valve using the left and right mouse 
If 


120. 


(Click on Record or press {*] on the computer keyboard 








‘After the two bar count-in, start playing for as long as you wish, 
‘When you are finished, click on the Stop button or press {0} on the 
‘tumeric part of the computer keyboard. A black rectangle should be 
displayed on the first Track. This is a (selected) Pan, a recording on a 
‘Track. A Part can be dragged around on the screen. If you hold down 
{Altemate] while dragging you are making copies (duplicating), 


Press {0] on the numeric part of the computer Keyboard iwice so that 
‘You return to the beginning of the Song. 


Click on Play or press [Enter] to play it back. Ifyou wish, you can 
te teva era Ticral eae mies em 
‘without stopping frst. If you decide to Stop fist, you can use 
Forward withthe right mouse buiton to heat the music played back in 


4 faster tempo (cucing). 
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Afler laying back the Track, return tothe beginning ofthe Song 
again, 


Selecta new Track by clicking on it 


[Erste 8 | i | 
Trace 9 Q 
Setitto the MIDI Channel forthe next sound you wish a record 


with, and enter an Instrument name for that also, 


Record on the second Track just us with the firs 


Re Record Mode switch on the Transport bar, so that i changes 10 

Pay back the music. At any ume, click on Recor or 
res {*] to ener recording, Click again to ext record mode without 
SopPIng playback. Rewind again if you need to (in Play mode) and 
Punch in and out as many times as you wish, 
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eveue 





‘Now select a Part by clicking ont Then pulldown the Functions 
bound. rast! Over Quantize oF press [Qj on the computer key. 
ard. Youcan select several Pants to be Quantized athe same ye 
if You hold down (Shift] while clicking on them. 





DH? 
Mistring 
Mipiano 
MKS 70 





If you want to make a Track send out an another MIDI Channel, just 
cchange the CHN value for that Track, 
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+ Hyou want recording with a court-in (Precount) to start from some 
‘ther point than the beginning. lick in the Bar Display {above the 
Pans) at that position, using the left mouse bution, What you dois wo 
change the setting of the Left Locator, and the new setting ix shown 
fumerically in another box on the ‘ransport Bae 





‘The Pants that are created | ‘can be moved: freely between Tracks and 
uplicated if you wish, They can also be split, joined, lengthened 


{f you wantto delete one ot mare Pans, select them as with Quanti- 
Zing and press {Delete} on the computer keyboard, 


When you are happy with your piece, pull down the file menu and 

Sect Save (00, you dont have to stop playback to Save), Click on 

“Arrangement” in the dialog box that comes: up. Enter a name and 
i programs, 


Select New from the File menu to get anew ‘Arrangement window. 
‘This has no Tracks yet. 


‘Ts time you don't have to create Instruments, they are already there 
“hen you press the Left mouse bution inthe Instrument colimn, 


an instrament 
Select that Track by clicking on is name, 
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* Click on Cycle on the Transport bar 


Click on Record, 


Itis unnecessary to deacti 
wing procedure. You can deactivate recerdi 
on the Record button, if you want to, but you dor 





* Stam playing after the two bar Precount. The music Cycles over the 
four bars and you can add as much as you wanton exry lap. 


*_Nhen you so wish, select anew Track and tecord.on that Use the 
INSTRUMENT column to make each Track output to the right 
Stund/instrument. If you need to, make up more Tracks by double- 
clicking. 


* You can Quantize, move Paris and duplicate as you wish and also 
‘elect new instruments oF MIDI Channels for each Track at ‘any time, 


* Ifyou make a mistake, press [BJ 1o delete the Whole recording on, 
that Track or {V] to just delete the last ‘ap you played anything on. 
‘And if you come up with anything good, remember to save itio disk! 


Following this short description, you have of course barely scraiched the 
‘surface of Cubase's power. But you have probably ona fel pen 
simple its o use, Continue to experiment and try functions ou it 

you. Some things you will have to read inthe manual about, and other 
things will be obvious from the star. But the way this program works, your 
intuition will always put you on the right track. Good Luck! 


i 
é 
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Overview of Cubase — 


The screen 


Cubase is based on the use of windows, First there is the Arrange window 
This shows you the overall structure ofthe piece. Then there ate several Edit 
windows: Key, Grid, Score and Drum, These are used for editing music. 

Any changes done in one of the windows are aulomatically shawn in all 
windows. This very powerful and flexible window handling makes an 
investment in a large sereen monitor (eg Atari SM-194) for use with Cubase, 
worthwhile, 








Regardless of which window you tse, there are two things thot are always 
‘on the screen. The first is the Menu bar at the top snd the socond is the 
‘Transport bar atthe bottom. The Menu bar shows you all tne menus used for 
selecting functions and commands. Some of these open up other, smaller 
windows, called Dialog Boxes. The transport bar holds all the tape recorder- 
like functions, the counters and a few buttons for special functio# 





Timing resolution 


‘The resolution of the program is 192 fractions (or .iticks:) per quarter note, 
‘which means 768 ticks per bar in 4/4. This is eight times as good as MIDI 
lock, and a higher resolution wouldn't make much sense for an application 
like this, since MIDI stil doesn't handle parallel data. With MIDI, a chord 
isnt really a chord, as you may know, iis a very, very tight arpeggio. Here 
‘fe some tick values and their corresponding note values, 


16 One thiny-sccond note wiplet 
12 One sixty-fourth nove 


MROS;, which isthe software foundation for Cubase, actually has twice 





In some instances th 
8 he notes 
timing is never affecieg ‘Sounding at the moment have to be cut ‘off, but 


and Quantizin, 
resolution. = oa DE undone at any rime, all the way down to recording 


Structure 


Tracks 
Recording is done on one or more Tracks. You create as many Tracks as 
You need (up to 64), as you go along. Normally, you record on one Track at 
4 time, but you can also record on four Tracks at the same time (Muli 
Recording), A Par isn't locked to a Track, you can move a Part from one 
‘Track to-another. 


Groups 
‘Another powerful feature of Pars is that they can be grouped. By grouping 
several Parts you can handle them as one entity. You might for instance. 

group the trumpet, trombone and sax parts in the chorus, and call that group, 
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“"Brass~ This “Brass” Group can then be handled as iit was one single Part 
You can also tum all different sections of your song (intro, verse...) into one 
Group each, and thereby casily rearrange your music 


“Tape” Transport 
Playback, recording and winding in itself i very type recorder like. Play. 
back stars from anywhere on the “tape”, recording and overdubbing starts 
from anywhere of with automatic Or manual punch-in and -out from any 


‘Specified point. 





Arrange Window 
Allthe Parts created are put together imo an arrangement in the Arrange 
window, You can have up to 16 Arrangements open atthe same time (but 
‘nly Seven of them visible in windows). Acwally, arrangements can be 
Aifefent versions of the same piece of music or completely different pieces 
Gr you can have different sections of one song in different Arrange win. 
dows, it doesn't matter. 


Song 

All open Arrange windows can be saved as a Song, A Song is the largest 
entity ‘you can work with, It is a set. of Arrange windows, all the ‘Groups that 
Bo with dem, the Sewup and the Drum Map. Your use ofthe Song feature 


2 jecial type of ik ile called Sew allows you to store the program's 
‘Seitings as they are in a given moment. 
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Key Edit allows a 
eyboard 1°" 980 look upon your misc as itis played on a 
All fous te EA shows your music in standard notation 
Fine tuning oro Nave Powerful commands for major changes and detailed 
anys And other MIDI evens, Recording and payback een, 


There is also a fifth Editor, Logical Edi which allows you to make changes 
based on mathematical criteria, andthe MDT Manager window which 
allows you to contol other aspects of your ‘music, such as volume, panning 
‘iu synth sounds in a graphical manner, On the ait mene you will also find 
the Notepad, where you can make text notes about your Arrangement. 


Mouse and keyboard 


Mousing around is done as in most Atari programs. You Click, Double 
Click, Select, Drag and Shifi-Click just as usual, Menus and fle bones are 
handled ina standard way. But there are afew things you should know, 


Most buttons normally change between On (white texton black) and Off 
(black text on white) when you cick on thei. Other buttons change bet- 


Ween two values 


Value fields can sometimes be changed one numeral at ime. Which, 
‘numeral depends on where you click in the Geld. The right mouse button 
increases the value and the left decreases it. If you hold down [Shift] while 
Clicking, the value changes in larger steps (many times steps of ten). 


Most value fields can also be double clicked upon, A small dialog box 
appears where you can type in the value, Finish by pressing [Return]. 


Inside the windows, the right mouse bution can open up a .i.toolbox;. If you 


keep holding the right button down, you can select one ofthe tools, This 
tool is then used with the left mouse button. 
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A quick way to select the “normal” root (always in the upper left corner 
‘the toolbox) is 0 just press the right mouse busion once. 


syhoard is normally not used for typing. Instead it doubles up for the 
racy sng ter tyson corsmands, Ast fal eybourd 
commands is found on page 26-1. Apple Macintosh users will feet at home 
since Cubase makes heavy use of the Control key'as 8 duplicate for the 
Macintosh Command key. Standard functions like for example Save, Cut, 
Copy and Paste even use the same keys as'on the Macintosh 





this means that you 





‘When the text says something like "press [Control} 
should hold down the Control key on the Atari keyboard! and press T once, 
‘when it says [FS) or any other figure, this refers to the (unction keys ebove 
the typewriter keyboard. 





Naming; things, like Pans and Tracks, is always done in the same way. By 
clicking or double-clicking on the item you want to rename, a small box 
‘opens up. Either use the [Backspace] key 10 delete one character at ata time 
‘ruse the [Ese] Key to delete all characters in one go. Then type in the new 
‘ame. You can also use the left and right cursor keys («J and | »]) on the 
‘computer keyboard to move around inside the name and insert text. When 
‘you have it ight, press [Return] or [Enter] to close the box, 


Windows 


{cis in the windows that the action takes place. There are Arrange windows, 
Key Eiit windows, Score Edit windows and s0 on. You can have several 
‘Arrange windows open at the same time and thereby work on several 
‘Sections of a song or even several complete songs atthe same time, You 
‘pen saved pitces of masic or create new Arrange windows by using the 
File menu. You then edit parts of the music that exist in the Arrange window 
‘Cor create new music) by opening Edit windows. 


‘The maximum number of open windows at any time is seven, 


‘Clubase's windows are not standard Atari windows, although most techni- 
‘ques used for handling regular windows on the ST and the Apple Macintosh 
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{nthe lower right comer is the Sizing Box; 
c i.Sizing Box;. When you press and drag with 
the pointer in this box, you change the size ofthe window 


In the upper right comer isthe ..Full Box. When you click once inthis box 
jhe window changes to fullsize. When you click again itchanges othe sme 
las set with the sizing box. Each ime you clic, i switches between these 
two possibilities, 





inthe upper let comer you find ether a i.Close; box ora .Keepy and a 
-iCancel:In a window; box. When you click on either, the window closes. If 
You have the options of Keeping or Cancelling, this means thatthe changes 
you have made up to now have only been temporary, you may decide to 
Cancel all changes that have been made since you last opened the window, 
orto Keep them. 


On the fower and right sides of the windows you find the scroll bars, Thay. 
have two purposes: scrolling and changing magnification (zoom factor), 


‘When you click the lefr mouse button on any of the arrows, the content of 
the window is moved one step in that direction (upwards, downwards and 50 
forth). If you hold the mouse button down, the window scrolls Gontinuously. 


When you click or hold the left mouse button in the grey area, the window 


is scrolled in larger steps. 
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Yc de he wie ol ox up and down te ol a: yo do 
ins btn on, window frat teal 


pesition of the scroll bax, when you release the mouse 
Damm, 


Ithe whole scroll bar is white, this (an indication that there i nothin 
tion. IF for example the horizontal sll bar i 











‘more to sce in tha di 








Editor window is white, you can be sire that all the music dhat can be edited 
already fis into the window horizontally, there io pont in scvling right 
or lett 

‘When you operate the scroll bar with he right mouse bulton, you change the 
magnification: ofthe window instead ol scrolling it, This way you can 
4.20m; in on fine details oF 200m out to get 2 good overview of what is 


appening. You can magnifyeduce both horizcntally and vertically, The 
Fighvupper arrow is used for magnification and the lefUlower (or reduction 
You can click in the grey area and you can deag the white seroll box, but it 
doesn't move when you use the right mouse bution to change the magnifica: 
tion, 


‘You will ind yourself having several windows open at he same time. 
Maybe you will have one ora coupe of Arrange windows open and one or 
more Editors, 


‘The active window: isthe frotmost one. Only one window is ative at at 
Fraetd it is the only one with a black tte bar. All other windows (ihe 
‘inactive ones) have white ttle bars. 

ARRANGE — TNACTIVE.ARR 














m2 n reve == Ie] 
eer CTI 

Track 1 7 
‘a Aes a cine Arig Win 


‘ramuike a window stv, js cick on any part fi. Ifyou dont eit j 
be aw ; Yu dont see i, just 
‘Move Or resize the windows that ae ontop af fe : 
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Dialog boxes 


bomttt Keyboard tn most cass the [Ese] key doubles up forthe Cancel 
bution (if there is any) in the dialog boxes, 


You can use the functions on the Transport Har (and even many of the 
Ce et keyboard commands for them} even when you have a dialog box 
open, 


Pop-Up Menus 


‘Throughout the program you will select values from pop-up menus, These 
ilfer abit from the regular ‘menu bar menus". Pop-up menus may appear 
‘anywhere in a window, and not all are‘on a menu bar (but some are), They 
also have opposite behavior, compared to the rogular ST menus, When yout 
Dress the mouse button they fall down, and as soon as you release the mouse 
‘button they disappear. But, selecting is done identically from all menus, 


Pop-up or regular, 


Terminology 


In this chapter we have defined some words that are used throughout this 
‘manual and in the program. Remember that key words always begin with a 
Capital letter, “Par is a special Cubase térm, but "past" is just the word 
‘part’. Here's a recapitulation; E . 
Parts ‘The smallest clements of music. A bit like a Patiem in 
other programs. 
‘Tracks Recording is always done on a Track, A Pan is a 


section of music an a Track. 
‘The contents of a Pan, jc, MIDI messages recorded, 


Events 
like notes, controllers, after touch and so on, 
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occu 3 
Growps. You can group Pans in a Aang window so ta qi 
thy can Be handled as one en. The eta Group Part Display 


window 


‘reated are “shared” by all Arrang 

Group Part When you have create Grou 
Group ac if was one single Pan 
called 1 Group Par. 

Group TrackGroup Parts are put on special Tracks ¢ 
Tracks, These Tracks play back Group Pans only, and 
are always displayed at the top ofthe Track Lis 

Song All open Arrange windows and all Groups can be 
saved together as a Song, In this manual a distinction is 
‘made between “song” and "Song" (with a capital 'S"), 
where “song” is a regular piece of music and “Song” is 
‘sel of Arrange windows and Groups as described 
above 

Setup A file wuthll the Programs settings 38 you want to 
have them when you stu working. 


H can use the whole 
This type of P 






















The Track List and the Part Display 

ist and the Part Display — When you fj " 

‘The Track List and the Part Opened 1% St Cubase, an Arrange wissow with the name Def Song is 
s*& number of Tracks int and some ater “default stingy” 


Ad in the mi 
Wed wit 


is the mute column. When you move it all the way 
‘othe right you see all the columns in the Track Lisy 


Above both the Track List and the Par Display ae afew fields for functions 
‘elated to the Arrange window. 





You can scroll the Arran; 


ig¢ window using the left mouse button and the 
scroll bars, 


You can change the magnification by using the right mouse button and the 
scroll bars. 
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Structure Functions opti 


‘You can have seven Arrange windows open at the same time. Either 
Create new ones by selecting New from the File menu or open an exi- 
sting one using the Open command, also on the File menu, You also 
have the option of putting Arrangements up on the Windows menu 
‘when you close them (click KEEP in the dialog box). This means that 
the Arrangement is active as the others, but its window isu't displayed 
on the screen, You can have sixteen Arrangements active like this at the 
‘Same time, but as said above, only seven of them displayed in windows. 





Eoit 





Te 
tel 


Desk _F: 























Having several Arrange windows open atthe same time will let you try out 
variations on an arrangement by using the Cut, Copy and Paste commands 
to move musical parts from one window to another. It will also allow you to 
make the most out of the Group feature. 
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Track List 
Creating Tracks 


Recording isalwa}'s done ona Track. You can have up tb sixty-four 
Tracks in each Arrange window and you can add und delet> Tracks a 
needed. 


‘There are throe ways 10 create a Track: 
+ Double click in an empty (white) part of the Thick List 
* Select .:Create Track; from the Structure menu 

+ Press [Conirol]-[T] on the computer keyboard 


The frst Track gets the name Track 1. This Track is set wo output on the 
Aui MIDI port and MIDI Chane! 1 


More Tracks ate created inthe same way. 


Selecting Tracks 


You select a Track by Clicking on its name (in the TRACK column) or by 
Stepping through the Tracks with the [7] and [4] keys on the computer 
Keyboard. The selected Track is inverted (White on black) and is called the 
“active Track’, 


Moving Tracks 


‘You can also rearrange the Tracks by dragging the names in the list, When 
ou release the mouse bution the Track is inserted in the list at the new 





All the Paris on the Track: 
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Duplicating Tracks 


‘You may alse uke 
9 make a copy ofa Tack and all Pans on it. This sd 
xactly as when movin, 7 ho 
Talerz Mien moving a Track. The only diferene is that you hell down 
ate} on the computer keybeard while dragging 


Deleting Tracks 


ways 10 go. 
* Press [Backspace] on the computer keyboard. 


* Press Delete} on the computer keyboard, 
* Use Delete Track on the Edit menu, 


The Track columns 



































a kit Endrums 16] ATARE ON 
a 
Boss ox? 2 | TART OFF 
VersePad 8 | ATARI OFF 
terserte Sarat | ee 
Flute ? | ATARL OFF 
Activity 


The first column is the Activity display (A) . This shows if any notes are 
sent out from the Track at the moment. The width of each bar represents 


velocity. 


The second column is Mute (M). This is described on page 14-2. 
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Track 
Theths the Tack Nan. To emer or change a ame, double likin is 
‘eld for the relevant Track. A box opens where you can edit the name as 

described on page 4-6 r 


‘The fourth is Instrument, and we will get back to this 


Cho 
The filth column is the MIDI Channel. MIDI Chantiets are a system for 


Lirecting the ouput of music and other data to ceriin instruments, xo 
‘dividual sounds in one instrument, MIDI equipped effect units and so on 





Phe MIDI Channe set in this column isthe one the Track is sending out on 
This means that if you select a Track which is set to MIDI Channel 4 al 
‘ordi thatis done on this Track il create Part that are set wo send out 
08 MIDI Channel 4, 


you later move these Pans to another Track they willbe set to ‘send out on 
the MIDI Channel set fo tat Track. You can see the Track setting as 


smite Fai wo new Tracks therefore automatically seis them rp the right 
MIDI Channel in most cases. But you can aso set the Output Channel 
‘ndividualy for each Pan. More on Pars and Tracks found on page 9-2, 


Us the left and right mouse butions to change the ‘MIDI Channel. The 
Yale afe "No" and 1 10 16,1 16 are regular MIDI Channels. For an 
‘explanation of the “No” value, see page 9.4, 


foam Sti sme! e tym mae used 
data to & certain physical MIDI output connected to the ST. 1f 
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For insunce if you use a Steinberg SMP-24 ‘nd you set a Track 10 SMP3, 
ail data. coming from Parts recorded on th, ‘Track will be coming out on the 
third MIDI socket on the SMP-24, More information about Devices is found 
‘nthe section on M»ROS in the *NIIDI and Computers" chapter, 


‘These are the possibilities if you don't have any extra hardware 
Matt The regular MIDI Out connecio oa te Atati ST. 
MROS: Thisis not a physical utp, but ‘ather an invisible MIDI 


ran item is grey, this means that there is software in the computer (a 
driver) for using that Output, but the Device isnot Properly connected 
OF not turned on, 


Instrument 
H'you connect a synthesize to a certain Output and decide to send toi ona 
Certain MIDI Channel, you have defined an Insirument. 


For instance, say that you have a Roland D110. You se ito playa Piano 
Sound on MIDI Channel 3. The D-110 ig connecied to SMP-24 Output 


umber 2. 

* Select a Track. Set the MIDI Channel to 3 and the Output to SMP 2, 
Double click in the Instrument column for that Track or press 
(Altemate]-[J] on the computer keyboard. A small dialog box opens 
up. 


+ Enter a name and press [Return] as with Track names and any other 
‘names. In our example,.maybe "Pnol 10° would be appropriate, 


ite if 





irack List and the Part Display A 





*ProtlO™ Ifyou set a Track (or 

have now defined an instrament called “Prot 1 Ifyou set 

Fg fa Tew lp tt Ong entre output 
ssumber 2° and it will send on MIDI Channe! 3, 





‘Some instruments. are multitimbral (they can play several different souinds at 
the same time) 50 for them 3 name that includes the type of sound is proba 
by best. Other instruments play only one sound at time, which means that 
the mode! name is enough 


Toke the time to create names for the insriuments you use. Jt w 
help iater. If you create names for all the instruments ( 

You can move the separation line between the Track list and the 
$0 that only the Activity, Mute, Track and Insirament columns are shown 
That's really all you need t0 see 














(Once the names are created, they appear on u pop-tsp menu in the Instrument 
‘column. When ‘You press cither mouse bution in the Instrument column for 
the Track you want to use, a pop-up menu falls down, listing all the instry 





ie Psp loses Mee pulldown fen he Teck Li 


‘You can delete instruments by double clicking on the name so that the name 
ree Pres (Ese 10 clear the Line and then (Return) and the 


‘Fiaeras: in other paris ofthe program, where you see ald with a 
‘Mestrument same, you ean double cick on itor press [aie 
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the comput 
mente sett? Keyboard to change the name orto define new instru 
als in the same manner as above. 


Map, Pre and Yo 


ch, Preset oF whatever it is 
failed) and Volume right atthe beginning of the Song. Note that older 





ments 
15. font panel, More information onthe Drum ‘Map is found in chapter 


Map, Prg, and Volume can also beset for each Part. More information 
(on this and on what these functions actually do on age 9-19 9 9-21. 


Part Display 


In this par ofthe Arrange window your music is shown as Pans A Paris a 
{ecording you have made and maybe edited, shortened, lengthened pit n 
{wo or joined together with other Parts. A Par is shown as a rectan a 
cither with is name on it, or with small bars allover it representing the 
vents in the Part. It may also have a small drum stick or a mixer symbol on 
it, indicating that itis a Drum Part ot a MIDI Manager Pont, respectively, 








A section of the Part Display with two Parts, The Left and 

Right Locator and the Song Postion Triangle 

Above the actual Part Display you find the Position Bar:Arrange Win- 
dow;. This shows you the positions in your song. The beginning of each bar 
1s indicated by a vertical line, and some of the bars are numbered. The Song 
Position, the Left Locator and the Right Locator are all shown graphically, 
the Position Bar. This can also be displayed as SMPTE (time code) rather 


than bars, See page 7-4, o=5 











Basie Recoaing 
‘The Track List and the Part Display 


=. Basic Recording 





Basic Recording 


Recording is usually done in the Arrange window, but you can recor in the 
Edit windows also. Recording is « petty open ended business, and we will 
introduce levels of complexity as we go along, 





Before Recording 





to that it bs set to the 


+ Sclect which Track to start recording on and 
Fight Output and MIDI Channel 


* Check: that your MIDI Thru seting in the MIDI Definitions dialoy 
box He corecty et, so that you hear whit your playing (!), and don’t 
BeLany funny doubling. 

* Tum the click from the Atari speaker on or off by clicking on the 
(Clik btton onthe Transpo Bar orby pressing {C] onthe compte 
keyboard 


estuary also want to change tempo ano time signature. How this ix done 
‘sdescribed on page 7-2 and 15.2 respectively 


Recording froma Specific point 


* [you wit recor fom the beginning simpy pres 
Simply press [0] on th 
‘SOmpiiet Keyboard unt the box "Song Position” says 1.1.0. 


~ _[hx01 want to record from anther specific point in the pi 
‘have to set that, ‘point with the Left pice Postion nae vinta 
serectiton Ba atthe top of the Arrange window. end en 





ici he et eb pen he Leh Lace. 
Mead there isa two bar coun-in (Precount) before recording starts, but i 
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Resins Fast Forward 


oa 


Stop Phy Record 
Click on the Record button or press |*) an the computer keyboard, The 
Record button changes fom grey to white immediately and the Pay bation 
2s changes to white ater the Precount (count-in) Sut playing fora ong 
8 you wish, 


1, You can terminate recording without stopping playback by just 
clicking on the Record button again (or by pressing |*) again), You 
an also reactivate recording at any time in the same way. inthis way 
you can punch in and out manually as many times as you wish, The 
Record button switches between grey and white every time. 


2, You can stop the music (and of course the recording) by clicking on 
the Stop button once or by pressing. [0] or [spacebar] on the compuine 
keyboard, 


3, To automatically quit recording at a certain point you must use the 
Punch Out feature (see page 8-3), 


‘When you have finished recording, the Part (or Parts) shaw up in the Part 
Display as one or several rectangles with the same name as the Track (or 
‘with vertical bars in them representing the events). 


Undoing a Recording 


like your last recording, just Press (Undo] on the computer 
‘oun select the Uno command trom the Edi oe oe 
the Amange window oe ae it was in just before this recording you 
undo again you gt ne ecorting back. Tis isa convenient ay of 
comparing two versions of "ake", You can ony undo yeurast eb, 
don't ry any other changes to your music before you. recording 
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Precount and Preroll 


The fength and Time Signature of the Precount (countsin) can be set in the 
‘Metronome dialog box which is reached from the Options menu. In this 
dlalog box you can also s01 the Prevoll 10 On or Off 





Precount I 


Cubase (almost) always records, even during the Precownt 


you play something in Record mos, Cubase records it, even during the 
Precount. This is perfect for ‘adding notes on the upbeat of u bar. If you 
Played during the Precouns this is reflected in the Part create, Its extended 
to the left of the Left Locator. But there is one exception: Cubase can't 
ecord before 1.1.0 (the beginning of the whole Song). The Precount 
‘sording ature can be twmed off inthe Metronome dialog box 


a ‘Op Of the existing by set 
aoe a a sition ofthis folows on page Spee mee 

inning, press | 
a tmes uti the SongPsinon ox se one vba one 


Cube ) 
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(Make sure the Punch Out bution isnt active (invert), It slick once on 


Click once on the Play bution oF press (Entel on the computer keyboard 
ie Pay button on the screen tums white. The metronome stars (if the 
(lick is activated), The "tape" is now rolling from te point you sane 


When you have reached the point where you want recording to begin, click 
‘on the Record button once or press (*} on the computer keyboard, 


‘Any notes that are sounding at the punch in point will not be cut off. 
‘They will play with their original length, 


Watch out when punching in on a recording with pitch bend or control 
{ers in it, (such as modulation wheel or sustain pedal), since this may 
lead to strange effects (hanging notes, constant vibrato and so on). 

You can stop recording using any of the three methods described earlier. 


‘You can also punch in and out automatically, see page 8-2, 


Replace and Overdub 


REPLACE 














OVERDUE 














‘Weedeater wePrerilpacbmn 


Replace 


If you made a mistake somewhere along the way, you may decide 0 eo 
the whole recording or a section of it This is easily done, 


Make sree Record Mode switch is setto Replace (not Ovedub) oust 
use the (D] ky on the computer keyboard switch between oes bee 
Replace, Make anew recording in any way you like, from a speci 
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Taekisec 
ich in, Whatever was recorded before on the 
Te eae hin yuactva recording 10th pot where you termine 


it 
a# usual. The result may’be a new Part, or your new recor- 

sia maybe arly ieee oe exsing Pa al depends on 

‘where you entered and stopped recording. A full explanation of this follows 

Imer, on page 9-6. 

Notes that are sounding at the moment you Punch In are not cut 

they play to their end as they did before you started this recording. This 


is due to the fact that Cubase gives each note a start position and a 
Jength (n0t 4 Note On and a Note Off a5 MEDI does), 








Overdub 


With the record mode switch set 10 Overdub, no music is overwritten or 
erased. 


‘Any recording you do will be added to the existing recordings. As when 
Replacing, new Parts may be created. 


‘Watch out when punching in on a recording with pitch bend or control- 
Jers init, (such as modulation wheel or sustain pedal) since this may 
ead to strange effects (hanging notes, constant vibrato and 50 on), 


Recording more Tracks 


Just select the Track you want to record on and activate recording just as on 
the firs Track. f you run out of Tracks, just creaue more by double clicking 
in he Track List, by using Create Tracks on the Structure menu, or by 
Pressing (Control)-[T] on the computer keyboard. 
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Switching Tracks While Recording 


¥% 

bs hia nat even switch Tracks while recording.iTrack:Switch while 

OF the (Transat; Ne Festrctions. Jus select anew Track with the mouse 
ie (T] and [1] keys on the computer keyboard, 


Recording Different Types of MIDI 
Messages 


be good to know: 


Notes 
Note On and Note Off messages (which make up any note you play in 
MIDI) are recorded with the MIDI Channel intact, Normally you set the 
playback MIDI Channel in the Track List, and this setting overrides the 
Chanel stored with the notes (and other events). But, the original channel 
that the notes were coming in on is preserved. In fact, this goes forall MIDI 
‘messages that are coming in on a certain Channel (all Channel Voice and 
Channel Mode messages). This can be used as a feature in combination with 
MIDI Channel “No”, Ifthis sounds technical, a more thorough e«planation 
is found on page 9-4, 


Continuous messages 
Pitch bend, After Touch and Controllers (like modulation and footswitches) 
can be recorded at the same time as notes, or afterwards (or even before), 

‘They can also be recorded on Tracks separate from the notes they belong to, 


‘Say for instance that you record one or several bass Parts on Track 2. IF you 
now set another Track, like Track 55, to the same Outpat and MIDI Channel 
as Track 2 you can make a separate recording of just pitch bends for the 
bass Pans, This means that you activate recording as usual and only move 
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wo Tc ae sto 
furing the: take, As long as the two Trak 

Be i ed Chae! uber wllapear 3 «0 
‘cordings were made at the same ume. 


‘On and Note Off conimand: 
deactivate recording with the sustain pedal down, you have instructed the 
‘rogram to keep the notes hanging, since the release of the pedal is never 
recorded. The sume applies if you leave the pitch bend whet or the mextula 
tion whee! up (or any other MIDI controler for that matter), when you stop 
recording. During playback, Cubase cleans up Pitch Bend, Modulation and 
‘Damper pedal and Channe! Pressure at the end of each Part, taking into 
‘secount what happened in earlier Parts, The way Continvous MIDI messa. 
‘ges behave is sill something to be aware of. Remember that you also have 
the option of generating Continuous Controller messages (rom the MIDI 
Manager window. This isin some instances more convenient than recording 
them from “the outside”, especially when affecting mixer-like functions in 
‘your equipment, such ss volume and panning. 


Program Change messages 

“The method above applies to Program Change messages also. Program 
‘Changes are used to switch between programs or presets on a synthesizer or 
‘an effect unit. Normally, when you switch from one Program to another on 
your keyboard (or whaiever you use to record), a number corresponding to 
that Program is sent out via MIDI as Program Change message, These can 
be recorded on the fly with the music, recorded afterwards on separate 
‘Track, or manually entered in one of the Edit windows, Furthermore, you 
‘Can set a Part to send out a Program Change number at its beginning (see 
‘page 9-20). 


System Exclusive 
‘System Exclusive isa special type of MIDI message used to send things that 
‘only make sense toa unit of a certain make, Every major MIDI manufactu- 
er has its Own Sys Ex identity code. Sys Ex can be used to transmit a list of 
{the mimbers that make up the settings of one or more sounds in a synh, 1 
a eager sampled sounds via MIDI and fora number of 
System Exclusive can be recorded just as an 
‘and edited in Grid Edit, See ect 


have to match, you can run 
up. If you for instance 











= Basic Recording 
However if you plan wo record "Sys EX parallel 6 your music (fr example 
the Osram a synth during the course of a song) try to minimize the size of 
dag ak2eeS” by only recording as much as is absolutely needed, Thats 
Wnt send out all 128 programs from your synth when you're only interested 
in number 33, Remember that you have the option of generating Sys Ex 
‘messages from “scratch” in the MIDI Manager window. Also, please 
remember that there is nothing that prevents you from Cycled recording 
(described later) of Sys Ex data, although this can lead to serious confusion, 
|nplain English: dont, if you're not absolutely sure of what you are doing 


If you record Sys Ex in Cycle recording mode it is not sent out until you 
‘stop the sequencer, 


Sys Ex is not sent out from Key, Grid, Score or Drum Edit, 
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“Tape” Transport and Playback 


Tempo, Time Signature, Click, Master 
and Syne 


You can change the Tempo on the Transport Bar directly, using the felt and 
right mouse button or by double clicking and entering the yolue directly 
‘This isa temporary setting that is only valid ifthe Master Track is turned off 
(the Master bution deactivated), This box also shows the current tempo on 
the Master Track (if is activated) and incoming tempo 

synchronized to another clock source, such as MIDI clock 











squencer is 


Time Signawure is only a display field. You can't change the figures in it 
directly. It shows the current Time Signature as i is Seton the Master Track. 


‘The Master bution is used to activate and deactivate the Master Track tempo 
changes, 
‘The Time Signature changes on the Master Track are always active. 


Click is used to turn the metronome on and off, This affects both the 
‘Computer's “beep” and MIDI click if that is used. 


‘Sync is used to turn synchronization to other equipment on and off. 
More information on the Master Track, Tempi and Time Signatures is 


found on page 15-2 and on the Click and Sync options | 16-18 
and 16-20, plots 
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Play can also (as a lt of other functo 
180 (as a lot of other functions) be activated remotely from 
MIDI-teyboard, using the Remote conimand on the Opions eng 


Stop 


You stop the "tape" by clicking om the Stop; burton orb 

1 Stop; button or by pressing (0) or 
{spacetar] on the computer Keyboard. Once the tape is stopped you have a 
‘couple of other options, 


Clicking on the Stop button or pressing (0) or (spacebar] on the computer 

keyboard a second time moves the Song Position tothe setting ofthe Left 

Locator. Ifthe Left Locator for example is seto the beginning of tar three 

(3. 1. 0. , this is were you go, There is one exception to this: If you are 

ey 10 the let of the Left Locator you go to the beginning of the “tape 
1. 0), 


Clicking on the Stop button or pressing (0) or [spacebar] on the computer 
keyboard third time always takes you to the beginning of the “tape” 
(1. 1. 02), 


T3) 
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Song Position 


‘Your current Position in the song is indicated in throe ways: 
+ The triangle onthe Position Bar, 

+The Song Position box on the Transport Bar 

+ Thetime in the SMPTE Time box. 


The Song Position Triangle 


Saas 


‘The tangle always indicates the current position, It might not, however 
always be visible, depending on what part of the arrangement is cuerently 
shown inside the window. For instance, if bar 1 10 17 is shown in the 
‘Window and the curent Song Position is 33.1.0 you won't see the triangle. 
‘Yow have to use the scrollbars to cither move to that position or to reduce 
{Be magnification inorder to make the Song Position visible on the Postion 





the ar ines are spiced twice as close after the Time Signature change. 


‘You caa also display the position as SMPTE times, 
ox The Pasion Bar change nce Teese Clk once ‘on the mouse 
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"Tape" Transport and Playback 


le because you want to stat playback from a cersin point, you 
‘eral options, The first two ways are of course to Rewind or Fast, 
il fer). But, there are many ways: 


Pouble click once inthe Postion barat the top ofthe Part Display, 
and the music immediately jumps to the new Song Position, if Play is 
activated 

Use the left and. Fight mouse bution to change the values in the 
Position box directly. By positioning the pointer on top of one of the 
‘numerals (the Bar, the Beat or the Fraction) you can change them in- 
dividually, The right mouse button increases values, and the left 
decreases. One click moves you one “step”, and if you hold down the 
button the values change continuously, This can of course be combi 
‘ned with [Shift} for drastic changes, 

Double click on the Song Position box or Press [P] on the computer 
keyboard, and a small box appears. Here ‘you enter the Bar, Beat and 
Fraction as numbers. Use any non-numeric character (lke a period or 
4 press on the spacebar) as divisions between the three steps. For 
instance, to enter the Position 3. 2. 64you could type 32,64 or 3 
2.64 (or actually even 003424064, the program is prety forgiving), 
After you are finished, press [Return] and the box clases, 

If you only need to specify the bar, just enter that number and press 
(Retum]. For example, typing just 5 and (Retumn] would give you 
5. 1. 0 (the beginning of bar five). The same kind of shorviand 
applies if you want 1o enler the bar number and the beat and would 
like to omit the fraction. Typing 34.2 and (Return) gives you 

34. 2, 0. 

If you want to move some specific amount forward or backwards 
fom the current position, you can add or subtract a value from the 
current Song Position, Just enter the value preceded by a + orsign. 
For instance, if you want to move four bars backwards from the 


current postion enter 4 and press {Return}. 
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“Tape” Transpor 


me vale ash eng te Let 
. ‘Song Position to the san ilue as 
Tara eek on te blak entation pa with whic 


‘ext, below the LefURight Locator box; 





‘Use the 1 and 2 keys on the numenc part (not the typewriter part) of 

‘the computer keyboard to move to the Loft and Right Locator 

Positions (see page 7-8) 

+ Ifyoupress [Clr Home} on the computer keyboar, th 
isinstanly moved to the left side of the window. 

© Ifyou press 19} on the numeric part of the computer keyboard, you 

2010 the last Postion you Stopped at. 


Position 





‘Chunging the song Position in any way can very well be done while 
Playing back the music. The music then jumps to the new Position as 
‘soon as the mouse button is released or [Return] is pressed. You can 
‘even change the Song Position while recording, but this terminates 

*Fecording (not playback) before the music jumps to the new position. 


Cue Points 

Ifyou hold down {Shift} and ‘Press any of the keys [3] to (9} on the numeric 
Pur ofthe computer keyboard the curent Song Position is stored under that 
(13) 10 (8) key. 


‘To move the Song Poston to any ofthe stored cue pois just 5 the 
*elevant key (3 (8) on the numeric keypad on Us compu Laybourd, 
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The SMPTE Time box 





GS 


Zhi shows the Song Poston in hoursminues:seconds: frames ram the 
‘Starting point (position 1 1.0), 


What SMPTE times correspond to what Song Positions i calculated 
“sing the tempo changes on the Master Track (see page 15-2). 


‘Tie Song Position can also be entered in absolute ime using this box. Use 
the left and right mouse button to change the values, ot double click end 
enter the time, just as with the Song Position box, Ifyou for instance want to 
‘tart playback of the music from the position 1 minute and 30 seconds, set 
the SMPTE Time box to 0: and click on the Play bution. 





If you want, you can change this display so that the beginning ofthe song 
isn't shown as: 0: 0: 0, but any other value you decide, This is done 
using the Display Offset parameter described on page 16-23, 





Rewind, Fast Forward and Cueing 

‘You don't have to first stop the music to Rewind or Fast Forward. 
To Rewind the "tape", click on the Rewind button or press [(] on the 
‘computer keyboard (left parentheses). Holding down the mouse button or 
the key lets you Rewind continuously. 

‘To Fast Forward the “tape”, click on the Fast Forward button with the left 
mouse bution or press [)] on the computer keyboard (right Parentheses). 
Holding down the mouse button lets you Fast Forward: ‘continuausly. 


If you want to speed up Rewind or Fast Forward, hold down [Shift] on 
the computer keyboard. 
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Tape 





or Fast Forward while playing back the 
ding, but this terminates recor- 


‘You may very well Rewind 
ew position 


music. You can even da this while recor 
dling (not playback) before the music jumps to the n 


Coeing E 
To Past Forward and hear the music (cucing), first Stop Cubase, Then, click 
‘and hold the righé mouse bution aver the Fast Forward button. To change 


the speed of the cueing, move the mouse 10 the left (slower) or to the right 
(faster). Pressing (Shift] works in this mode also 


Left and Right Locators 


‘The Locators are two markers, specifying two positions on the “tape”, used 
for recording, some editing and for the Cycle function. The LeftLocator and 
Right Locator appear on the Position Bar as two squares with the Jesters L. 
and R in them. Their position is lso shown in the Left Locator and the. 


Right Locator boxes. 








‘There are several Ways 10 change the settings for the Left and Right Locator: 
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sition the pointer inthe 
UHON YOU set the Left Loca 


tp tioned inside this box, a Pop-up me 
8 Pop-up menu ag 


the values restricts the sitions to that value, 
its the settin 

‘ : 18 OF the Locator Positio 

ike a sort of quantizing “The possibilies are Of, Bar, 1/4 Vand 











ae Se 





‘The Sap men snd the 
tn Banienacng nn Bt stows he ma psn 


Use the left and 
ues Tight mouse bution to change the values in either of 


‘numeric character (ike a period or a press on the 
divisions between the three ep, ut 5 wih the ong Po 
‘f you hold down (Shift) and press [1 on the numeri part ofthe 


box. 


Computer keyboard, the Left Locator is programmed with the current 


Song Position, 


"Tape" Transport and Playback 


* Ifyou hold down [Shifij and press [2] on the numeric part of the 
‘computer Keyboard, the Right Locator is programmed with the 


current Song Position, 
you select Parts in the Pan Display and press (Alternate}-{P) on the 


computer keyboard the left Locator iss to the Start Point of the first 
Part and the Right Locator to the End Point ofthe last Par. In other 
words, the Locators are se 10 the bepiming and end of the selected 
"block" of Pans. 


You can set the Right Locator to a lower valve than (lo 
Lah Locator, but then you can't activate recording directly, 
Punch in at some point. 








the left of) the 
You have to 


{Chantiog the Locator values can be done while playing back the music, 
but not white recording. 


Preprogramming Locators 


‘cenain often used sections i 
and end, 








Automatic Punch In and Out 


Automatic Punch In 
and Out 
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Automatic Punch In and Out ——— 
se for recording, 
joned earlier, the Left and Right Locators are used for recording, 
pekinese ad ‘withthe Punch In and Out butions. This is how it 
works 
€ "ape stopped (by’ click 
‘When you activate econding withthe "ape" stopp 
Recon bution or by pressing * on the computer keyboard) recording is 
started from the left Locator. This isa son of instant punch in. But you can 
also just “play” the tape and make Cubase punch in aiid out (activate 
‘deactivate recording) wherever you want 





18 00 the 








and 


‘The Punch In point is always set with whe Left Locator, and the Purch Out 
point with the Right Locator. 


Recording with automatic Punch In 





Pinch Inactive 
Geta the J Punch in; baton by clicking on itor by pressing {1 onthe 
Cocgulet Keyboard, and Rewind the tape t some point before the Left 
tasator. Select a Track forrecocding and activate Play. When the “tape! 
pets he psiion ofthe Left Locator, recording is activated onthe 

nck: You can either manually terminate recording as usual or use 
Punch Out (sce below) for automatic deactivation of recording 


Automatic Punch In and Out 


Recording with automatic Punch Out 


| 


Pichu sctvated 





Position of the Right Lacauor, reconding is deactivated (ihe program 
Switches wo Playback). But, recording can manually be activated again at any 


Automatic Punch In and Out 


The two commands can of course be combined fora completly aulomated 
‘ecording with the Left and Right Locators as Punch tn and Out points. 


Automatic punching doesn't differ from normal recording in any way. You 
Can deactivate recording at any time and reactivate ivagain, You can switch 
‘Tracks and so on. The Record Mode switch (Overdub of Replace) works as. 


‘usual 
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Automatic Punch In and Out____— 





‘Handling Parts 







‘So what isa Par, actually? It a piece of your 
Endpoiet which are defined by its place othe Part Display 
contains some MIDI messages put there by recording or ent 
fone ofthe Ealit windows. Italo has 2 eumber 
we shall see 











‘A Patt actuslly hasa pretty open struct 
two, lengihened, merged with another Part or “glued 
another Part and much mote. Furhertose. ts 

sed any respect. 

‘The way notes are handled in Parts differs» bit frm the way MIDI 
handles them. Cubase stores Note Ons, and the note's length. This 
‘means that a note can actually play past the end of » Part, it és not cut 
off at the end of the Part. 





rom the 


‘There art two special types of Pans which diffee & bit graphically fr 
‘thers. These are Parts that have the Drum Map Parameter set to Om (rex 
ga this in the Drum Eiit chapeer) and Parts that play back MIDI Manager 
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marved to. That is, the Ong, 
ae whet 









I sting of he Track 
td MIDI Chanel ae asematicaly eh 
Pan to another Tracie K 
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‘You can change the Output and Channel for one specific Part by 
pening up the Pan Info dialog box for that Pan (double click on thar 


Part). More om this is found on page 9-18 
‘You can change the Ouiput and MIDI Channel forall Pars of a 
Track by changing these parameters for that Track in the Track list 
(Changes in the Track List are automatically wansferred to all Parts 
curently on that Track. 


Everything that is said above about Outputs and MIDI Channels can of 
course be handled directly through the Instrument definitions. 
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MIDI Channel "No" 


There isa sevenicenth sting forthe MIDI Channel valve, called "No", This 
‘is used to make 9 Pant (or Track) send out on the original MIDI Channel, the 
MIDI Channe! the sending instrument wa st to when the Parts) were 








recorded. An example: Ifyou use a synth for recording, this may be set to 
‘end on MIDI Channel 6. When you record Parts, this value i stoned with 
‘each single MIDI Channel message that is recorded. But, then you set the 

Pan to send out on MIDI Channe! 3. Now, the stored value of 6 & replaced 


‘with 3 when the Par is played back 





Ifyou want a Part wo send on the MIDI Channel that is actually stored in 
‘econding, you set it “No” (which in cur example would make it tatianit 
MIDI messages on MIDI Channel 6), 


(Channels) actually stored with the MIDI 
ae ‘messages, st it (them) to MIDI 


Selecting Parts 


Te cut operons you wl do things ta affect one or several Pans 
skip and $0.08). To do this you must frst select the Part 
sos ar nat) IM operation, This an be done in afew ways: 

blac) Path lick oni Selected Pas are inverted (white on 


* Tose moe Pans, hold don he [Shi 
, i) Key and click on the Parts 
Rlecad to select. You deselect Pans ‘individually by: ‘clicking on 
i Mates (Ot Bete te (Sin ey un youre inher, 


9-4 
Cite 


Handling Parts 


do selest several adjacent Pars at the sume ime you can enclose 
them in a rectangle by holding down the mute button in some free 

{ehite) area in the Part Display. Dray the mouse to create rectangle 
big enough to “touch” all the Pars you want to select. You don't eve 























tet thee Par 
To deselect all Parts, click on some free space in the Part Display. 
‘You can select all Parts on a Track by holding down [Shift] and 
double-click anywhere in some free space on that Track. 

‘You can select all Parts by using the Select All command froin the 
Edit menu or by pressing (Contoll-(A on the computer keyboard, 
‘You can use the computer keyboard for selecting Parts, Use the [--] 


and {-+) keys on the computer keyboard to step through the Parts on 


the Track, and combine this with the Shift key to selec several Pants 
(on the Track. You can also use the (7) and (1) keys to step to another 


Track, 
Parts are always selected when they are first created. 
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Creating Parts 


Parts are mainly created in one of tree ways, by recording, fy direct 
creation of an ompty Partoe by duplication of existing Parts (see page 9-9), 


Recording Parts 


‘When you record on one Track the following rules apply 

+ Reconting from one point to another creates a Past that spans 
between these two points (pretty obvious, huh?) 

+ Recording again between the same points or within the Start and End 
Points of the existing Part creates no new Part. The music is either 
‘added to (Overdub mode) or replacing (Replace mode) the existing. 

* Recording during the Precount (not before 1.1.0 and not in Cycle 
‘mode) extends the Part tothe lef 

* — Allother cases, tike staring recording in an empty section of the 
‘Track, recording over Pans and reconting out of existing Pans into 
empty areas of the Track only creates new Paris where there wasn't 
any before. The OverdubyReplace setting applies, An example 
lanify this: You have an existing Part siaming at 3.1.0 and ending at 
41.0, You stan the new recording in Overdub mode at 2.1.0 and end 
3417-10. This creates a new Part starting at2,1.0 and ending at 3.1.0. 
‘The old one between 3.1.0 and 4.1.0 is Kept, but music gets added to 
‘and finally there isa new part created between 4.1.0 and 17.1.0, 


Merteg tem 0et 7 tan eu 



















Handling Parts 


Direct Creation 


You can create empty Pans in three ways: 

* By Double clicking in any empty (white) area between the Left and 
Right Locator, in the Arrange window, 

By selecting Create Parts from the Structure menu, 

* By pressing {Control]-{P] on the computer keyboard 


‘The new Part winds up on the selected Track and begins at the setting of the 
Left Locator and enids at the Right Locator. & Part created this way never 
replaces an existing Par, but may very well overlap one. 





Parts and their Position 


‘You will make up an arrangement of your piece of music by making wp new 
Pans (some of them by recording, others by making copies of existing ones) 
and by moving these around in the Part Display. How to do this is explained 
below bit there is one function that is very important: 


Parts on the same Track may very well overlap or be completely on top 
of one another. 


You can make good use of this fact in many ways: 


+ Parts which stat with an upbeat can overtap the end of the Part 
before. 


+ Small drum ornaments (such as cymbal crashes) can be created as 
‘separate Pans and just be put on top of the basic beat Part 


-22) which are used 10, 
+ Duplicate Parts (or Ghost Parts, see page 9-22) 
rene delay effets, double sounds and 0 on, ca be put on top of 


the Parts they are duplications of, 


‘You will probably find other creative uses for this feature, 











Moving Parts 


‘You may move Parts around in the Part Display a8 you like. You can select 
several Pansat the same time, and move them all. You can move them 
within the Track orto another Track. 





* I yousretease the mouise button below dhe last of the existing Tracks, 
a new Track is created, This Track is st to the ssime Output and 
MIDI Channel (lastrument) as the Part. 


+ IF you move to the left or right sides of the Part Display, he window 
scrolls until you move the mouse back a bit. Of course, scrolling to 
the left only goes as far as the beginning of the song (1.1.0) 


* When you are moving a Part, the Mouse box above the Part Display 
‘shows where the beginning ofthe Part is positioned. This ids you in 
‘moving it to the correct position. The box normally shows time in 
bbarsoeas(cicks, but if you click on it once it changes to display 
SMPTE time (hours/minutes/seconds/frames), 


* The Snap function (in the box above the Part display) acts as a sort of 
‘quantizing for your movement. If you press and hold the mouse 
‘button over the value shown to the right in this box, a Pop-up menu 
{alls down. Select one of the values. The possibilities are Off, Bar, 
14, 12 and 1/16, Now when you release a Part is start point will 
automatically be moved to the closest position according to the value. 

























: ____ Handling Parts 
Duplicating Parts 


pile Feith nee Pans, select whem (i), hold down the [Altemate} 
Move them eau hit) 1 the new location, Remember that you must atest 

ar One Snap value in either direction ot move them to another 
‘Track to actualy get a Duplicate 


Duplicate Parts take on the MIDI 
P MIDI Channel and Output (Instrument 
Stings ofthe Tracks they are pu on, jut awh rege ene 


Puplicating a Part toa nonexistent Track creates a new Track, just as 
5 a a7 


‘F.you want to Duplicate all Parts on a Track, ry the Duplicate Track 
{function instead (hold down (Alternate) and drag the Track name in the 
Track List), 


Merging Parts 


If you hold down {Control} and (Altemate] and drag one Part and release it 
‘on top of another Part, a copy of the dragged Part is created which is merged 
into (added to) the new Part 


The dragged Part is not erased or even moved. A copy of its contents is 
‘made, and itis this that is merged into the other Part. If you set Record 
Mode to .i.Overdub: With Merge; you get a regular merge, the dragged 
events are added to existing events in the destination Part. If you set it 
to .i Replace: With Merges, the events in the dragged Part replace the 
‘events in the destination Part. 











(One way to use this is as a quick feature 10 add a few notes or other MIDI 
messages to a Part If you have an extra cymbal crash or a snare fill samew= 
here as a separate Part and wish to add this to the basic drum beat then 


Merge is perfect. 








‘This procedure is very much as if you had recorded in the Part. This means 
‘that the resulting Part keeps all its Parameters (Output MIDI Chane! and so 


‘on), Explained in an other way: only the events in the dragged Par are 
‘copied to the destination Pant 


‘Start and end points don't have to match at all he two Parts don't exactly 
overlap, new Pants ate created. This flaws the same rules as when creating 
Parts in other ways (see page 9-6). The Mouse indication and Snap value 
apply, as always when moving Parts 











‘An example: if you have two Parts on two Tracks both starting at 2. 1. 0 you 
‘can merge them with any offset you like. Mf you for instance dray one of 
‘them on top of the other (with the (Control) and {Alternate} keys down) and 


‘release it with the start point at 3.1.0, its events ure offset ome bar. 





‘Te bower Paris. 1) mo the upper Past with « 
{De oe: ats dexages (merge) it the oper Pa ith xo roe, 


Deleting Parts 
‘There are several ways to get rid of unwanted Parts, 
+ Sekctthem and press (Backspace) on the computer keyboard, 





Handling Parts 


Cutting, Copying and Pasting Parts 


Cutting, Copying and Pasting can be used to move Parts from one 
Arrange window to another, 


Cut 


‘This command kes the selected Parts and removes We fom the Arange 
Window they were in, and puts them in a temporary non-visible locabon 
called the Clipboard, 


Only one "cutting" (or "copying", see below) at a time can be stored on 
the Clipboard. 


‘This means that if you first select two Parts and use Cut, and then select 


another Part and Cut that also, the two Parts that were on the Clipboard first, 
are lost forever, and the last Cut Part is now put on the Clipboard instead, 


Copy 
This command Copies the selected Parts and puts them on the Clipboard. 


And again, only one “copying” (or “cutting”) ata time can be stored on 
the Clipboard, There is only one Clipboard, shured by Cut anid Copy. 


Paste 


‘This command. puts the Parts on the Clipboard back into the selected 
Arrange window, which might be the same window as they were Cul/ 
Copied from, or another. These are the rules: 


Cabos 





Handling Parts 
The Parts are always Pasted in beginning at the current Song Posi 
tion. Mave the Position to where you want the beginning of the frst 
Part. The Song Position is automatically moved wo the beginning of 
the first selected Part when Cut or Copy ts i. making this 
Position a suggestion for Pasting, 

+ Ifyou Paste in to the same Arrange window as the 








came from, 


they are put in on the same Tracks as they originally were on 

* you Paste in on another Arrange window, Parts ire always pasted 
in on new Tracks. This means that new Tracks are creatext for the 
Pasted Parts. 





e ‘You can Paste the same contents from the Clipboard as many tin 
48 you lke, Data is copied from the Clipboard, at moved from it 


Muting Parts 


‘You can mute (silence) all output from a Part, 


Cold dow he ripht mouse button to bring up the Toolbox. Select the Mute 
(Crots. To mute a Par. click omit with the left mouse bution, To ‘unmute a 
Part, just click on it agais 





Reet Fi yh Pr hid md 


Men you ae finished, press and let goof thet 
ight mouse bution once, to 
thing back the arrow pointer. Or, select another {ool from the Toolbox. 


Changing the length of a Part 


‘wc ans the ego Pa uing te Pencil ion in te ‘To box. 
Hold down: the rit mouse bution to bring up the Toolbox, Select the 
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talon the poet atthe end point ofthe Pan you want change, and ra 
thet honen oc the right Cage), An owing ot te Pee ae 
a S2e while you are dragging. The Mouse box aids you in pone ming the 
Fanci tit YOU cat set the fength exactly as you want it The Soap 
{uneton also helps you wo reset your changes to some even hae poe (for 
‘more info on the Mouse and Snap boxes, see page 9-8), 


(gina) 


This function is reversible. If you lengthen the Part after shortening it, 
the previously "hidden" music comes back, 





‘When you ae finished, press and let go of the right mouse button once, to 
bring back the arrow pointer. Or, select another tool from the Toolbon, 


Splitting a Part in Two 


‘A Part can be split or cut apart using the Scissors tool in the Tool box. This 
reales two completely independent Parts. Hold down the right mouse 
button to bring up the Toolbox. Select the Scissors, 


7 


With the lef mouse button lick on the Part you want to Spi. The mouse 
box aids you in positioning the pointer so that you can cut the Partin two, 
‘exactly where you want. The Snap function helps you in the same way as 


when using the pencit, 


house 4.2 LJ 





























Splting» Pantin boat Postion 42.0 (Saupstt0 14), 
bulton once, to 

‘When you are finished, press and let go of the right mouse 

tring bik the rr pointer, Or, select another tol from the Toolbox. 


on 
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Scrubbi t 
Joining Parts Together ing Parts 


You can listen to the comtents ofa Part by using the magnifying glass icon, 





Parts on Track can also be joined. This turns two shorter Pants into one 
long Part, Hold down the rik mouse buon to bring up the Toolbox. Setecr 
the Join too! 


Hold down the right mouse buton to bring up the Toolbox, Select the 
Magnifying glass. 


re panel mouse buon, click ona Part. This Pan will now be joined to 
she Part coming afi iton the Track, regardless oi hey averlap they 
See Cxtcly adjaeent oF of they are spread apart But there is one ti 
note: 


With the lft mouse bution, click onthe Pant you want o bear. Drag the 
‘mouse tothe left and to the right and over new pars to hear the music 


Both notes and other MIDE messages are sent out this way. 





Ifthe Parts overlap, they are merged in the Overlapping urea, No events 
are lost. 

When you are finished, press and let goof the right mouse buton once, to 
bring back the arrow pointer. Or, select another tool from the Toolbox. 


eh mous: button ooce, to bing back the arow pom Or, select another i ; 

{00 from the Toolbox, Pointer. Or, select anothe: Triggering Parts 

Sy z= ] If you select the magnifying glass icon, as described above, you can start 
‘ ‘k, by holding down {Alternate} and clicking on it, 

‘Ghucing two Pars together, any Part during playback, by 1g 


The Part plays back when Cubase reaches the beginning ofthe next bar, and 
plays to its end. This isa playback function only, allowing you to test out 
Variations on an Arrangement. 


‘Ws you ne ong Pat wil the namo he ne 


Renaming Parts 


small dialog box 
hold down (Altemate] and double click on a Part, 2 
saya whe yo change ean of Betan & SetveNGR Ey 


6. 
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Part Info 
‘The ar play tek te da nts, corr and oma ep 
A daa rekvas cach Par. This sone by ting 


change, filter out or add data rele 
parameters in the Part Info box. 





“To see the Part parameters, double click on the Part tht h 
or select Info from the Edit menu or press (Control}-l{] on the computer 


Keyboard. A dialog box opens up. 


Pant 


alll 


[oF 
[oFF | 
[oF 





‘The Part purameters are playback parameters. All data changes are 
done while the Part is playing back, recorded data is not changed in any 
way. 


‘This means tha if you for instance transpose a Pan down by two semitones, 
this isan arithmetic operation that is done on the data coming out from the 
Part while it is being played back. In this example, every note number is 
subiracted by 2. 
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Handling Parts 


What Parts will be affected? 


You can direc 

Arrange eting to one Pan al Pare on one Track othe whole 
ngement from inside the Pant Infobox. But, when you fn 

Info, editing is directed to one supose 


Or several Parts as explained below, 


* youd cet meme 
eto ener Pano yuan eat ou 
editing the Pani you licked on, ea 


{no Pans were selecied, the active Track will be ete 


If several Pars were selected th 
selected, the one that starts first in time wi 
Hae tin time: wil be 


jou decide if you want w change the parameters for one Parton, for all 
Fone ene Track oF forall Pats inthe active Arrange window by clicking 


‘On one of the three buttons (Part, Track. and Arrangement) in th 
of the Part Info box. aioe 


You can step through the Tracks using the [T} and {J) keys.on the computer 
Keyboard, and you can step through the Parts on the active Track using [=] 
and (}, 


You can make changes to as many Parts as you wish before you Exit. 


The fields and the values 


‘The Track and Part names in the Part Info box can be changed by: clicking 
(on them as usual. A dialog box appears where you can edit the name, 


Other fields are value fields where the value can be inceeased with the right 
mouse button and decreased with the left. Or, you can double-click on them: 
and enter the value inthe dialog box that appears. Some fields activate pop 
uup menus when you press ether mouse button with the pointer over the 
value. As al other changes, these can of course be done while the music is 
playing and even while recording. 
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editing several Parts, one whole Track or the whole Ar- 
Purt. Ifyou change one parameter (like Velocity) you are changing this 
inall Parts that are affected. But, it is only that parameter (Velocity in 
the example) that is changed in the Parts, they keep their individual 
settings for all other parameters (like Length, Volume and so on). 








‘What follows is an explanation of the function and values for exch field 


Track 
‘The name of the Track. You step through the Thacks using the (Pj and [.L) 
Keys on the computer keyboard. You change the nume of the Track by 
Clicking in this field, and enter a new name as usual. No name is displayed if 


‘you are editing:the whole Arrangement. 


Part 
The name of the Part. You step through the Parts on the Track using the [—»} 


‘and [¢-] keys on the computer keyboard. You change the name of the Pant 
just as with the Track. No name is displayed if you are editing a Track or the 
Arrangement. 

Start and End 

‘The Star and End fields can be changed for one Part just as with the 
‘Locator Box or Song Positions. If you change the Start value, this is the 
Same as moving the Par (the End value changes accordingly), If you change 
the End value, this i the same as Sizing the Part with the Pencil. When 
Track or Arrangement is selected, these values can't be changed. 


Tnstr 
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Channet 


The 
Be it {channel the Parti paying back on, This an beset 10 | to 16 oF 
~ Foran explanation ofthe values, sce page 9.2 


This value may 
automatically be changed whe 
ent inthe Instr field aban Oe chaBBed wha you select anew Instr 





Output 
The Output Port the Part is playing back on. This is also @ pop-up menu 
M6 you alist of the existing Outputs. Select an Output from the menu. 


This value may automatically be char 
: ly be changed when you et . 
‘ment in the Instr field above, : ana 


Drum Map 
This directs all output from the Part through the Drum Map inthe Drum 
dit window. More information is found in the Drum Ei chapter. 


Transpose 

‘This can be used to Transpose the notes coming out from the Part by some 
‘amount. The range is ~127 to +127 semitones, but remember that the total 
ange of the MIDI note numbers are 127, and that notall instruments can 
play back notes over the whole range. For example, transposing a C, that is 
already two octaves below middle C, downwards by five octaves (60 
Semitones) makes no sense at all, and transposing it ane octave down may or 
‘may not make sense, depending of the capacity of the instrument that is. 
playing it back. 


Parts set to Drum Map On are not transposed. 


Velocity =%3 
This value is used to change the dynamics of the Part. The value in this field 


is added to the velocity of each note message tha is sent out from the Part 
Positive values means that the resulting volume is raised and negative that it 
is lowered. The range is ~127 10 +127 and 0 is of course no change. 


Not all instruments are responsive to velocity at all. And, remember 
that MIDI velocity is in fact an exponential function, and that not alt 


Cubase 








Handling Parts 2 = 





instruments handle the velocity range identically. A certain value might 
lead to more drastic changes on one instrument than on another. 





Deby 
This is used to delay a Par relative w the other Parts. The values represent 1 


Tick ({raction of a teat). The range ts 127 10 +127. To the left of this are 
small figures telling how much this isin milliseconds, calculated after the 
current tempo. The negative valves pit the Part ahead of the other Parts. Lise 
this feature 10 adjust the feel of a Part or Track or to compensate for “stow 
reactions” in a MIDI instrument. 

















‘Notes that wind up either before the beginning (J. 1.0) or outside a set 
cycle, due to delay settings, are not played. 


Lengths 
This value adjusts the lengths of all notes. The range is Off and 25% 10 


200%. 200% means that all notes get double the length of the recorded and 
25% that they get a quarter oftheir actual length. 


Compression 

‘This parameter acts just like a regular sound compressar/expander. It does 
this by adjusting velocity values (make sure that your sounds are velocity 
‘ensitive!). It can be set to Off and 25% to 200%, 254% means that all 
velocity values are divided by 4, and 200% that they are doubled. Remem- 
‘ber that the maximum velocity is always 127 no matter how much ‘you try to 
‘expand. Use this parameter in combination with Velocity to tailor dynamics, 


Pre Change 

Program Change messages are MIDI messages used to make a synth or 
‘other unit switch from one "program” (sometimes called preset, sound or 
timbre) fo another. You can make a Pan send out a Program Change at its 
Start Point by setting this value 1o anything but Off. The range of the 
Program Change numbers are (10 127. 


‘The number is. Sent out at the i ‘the 
eae ie beginning of the Part, in Cycle 



























——==_________“isntivg Pare 
Make sure your instr 
and check any istrument ist to receive Program Change mescage, 


Program Change mesagesare 
Output fiters: {see below), aoe ot eee me in 


Normally, Program Cha 

Champa jaf roRtam Change messages are sem out continuously while ow 
Chante this value. This makes it easy o "scroll though the Paige ofa 
shale chant tt You find the right one. But, you hold down [Alternage} 
fie, ansing the value itis not sent out until the Parts played back nest 
Ze Part Info box is not the only way to send outa Program Change num: 
ber. These can also be recorded just as any MIDI data or entered mane of 
the Edit windows as a permanent event in the Part 


Volume 

One of the MIDI controllers (number 7) is defined as a volume control. You 
can send outa volume value atthe stan point of the Part This then changes 
the overall volume for instrumenis set to receive from that Output and on 
that MIDI Channel, 


MIDI Volume is 2 function totally separate from MIDI note messages 
and their velocity values. Not all MIDI Instruments can receive MIDI 
‘Volume, check the instruments operation manual or MIDI Implementa- 
tion Chart. 





Also check that Controller messages are not filtered out using the 
Output filters (see below). 


Normaity, chs value is sent out continuousty white you changeit. This can 
be used to set up a mix while the music is playing. Switch between Parts 

{and Tracks) and change the value for each until the desired mix is reached, 
‘But, if you hold down [Alternate] while changing the value it isnot sent Out 


until the Part is played back nex time. 





Filters 
‘These filters prevent output of certain types of MIDI data from the Part 


= : span bony eBeLS 
‘They affect recorded or directly input data (in an Edit window). 
pee Change and Volume values entered in the Part Info box. 
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To filter out one type of data, click on its name so that itis shown as white 
text on black 


Ghost Parts 


Often you will want to .i;Dubbing: dub a certain Part, ic. make several 
instruments (or sounds) play it. This is accomplished by using Ghost Parts. 
A Ghost Par is a linked copy of an existing Pan. This means that even 
though the original and the copy share contents (notes and ottier MIDI data) 
they may play back on different MIDI Channels and Ovipws and with 
different setings of the Part parameters (see page 9-16). 





To create a Ghost Par, do a copy, but instead of holding down the [Alterna 
{c} key, hold down {Control} and drag. The Ghost Pat is shown with a 
dotted outline, 


A Ghost Part can be moved as any other Part. It can also. overlap existing 
Part, just as any other Part 





If you edit the original or the Ghost Partin any of the Edit windows, the 
changes show up in both the original and the Ghost Part. But, the changes 
‘don't take effect for the other Parts until you exit the Edit window by 
cclicking-on Keep (see page 17-4). 


I you alter the contents of a Ghost Part by recording over it, merging it 
‘with an other Part or by splitting or joining, itis automatically conver- 
ted tow regular copy. 


Do not Edit (in an Edit window) several Ghost Parts at the same time 
{hat are made up from the same Real Part. It won't make the program 
‘rash or anything, it will just lead to confusing results, 
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oe iputer keyboard), 
tive Track which determines which Part's settings should be. 
the real-time modification. se aes 
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The parameters that are used for modification in real-time are: Transpose, 
Velocity and Compression. 


‘You can also thru-put to up to four Instruments (Outputs and MIDI Chan- 
nels), see page 16:9. 
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‘You may want to repeat a certain part of your music over and over again, 
{just for listening, for rearranging, for editing or Tor seting playback parame- 
ters for the Pars. Ths is done with the Cycle function. You can also record 


in Cycle mode, 


(Cycle is activated and deactivated by clicking on the Cycle button on the 
‘Transport Bur or by pressing (/] (stash) on the numeric pyirt of the computer 
keyboard. 


‘The cycle start and end is set with the Left and Right Locator 


Ifyou manually punch in before the Left Locator in Cycle mode, the 
Cycle is automatically turned Off, 


Cycle During Playback 


‘You can do anything while in Cycle playback mode, You can select and edit, 
‘quantize, delete, move or create Parts and more. You can also change the 
Left-and Right Locator positions to move the cycle, or even um off Cycle at 
any time, 


If you start playback before the cycle, the music plays until it reaches the 
‘Right Locator, and then cycles between the Left and Right Locator, This can 
Tor example be used for fade-outs at the end of a song, 


Other examples of cycled playback: 

*  Gysleadnim and bass section and adjust velocities, Quamtizing and 
delays to fine tne the groove. 

* _Rehearse a part that you are about 1 record, 

* Move diferent Pans out from, and into, the cycle to ry out an 
‘erangement 

* Restrict editing in one ofthe edt windows toa certain part of your 
music, and more... 
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Cycled Recording 


You can also recon inside the eyele. Recording is activated just a usual, 
site dred from the positon ofthe let Locator, manual. by punching in 
sSimewiher inside (not before) the cycle, oe by aulomatc punch in. Cycle 
{eeording fst of al allows you toad notes other MIDI messages on 
‘ach lap, but there are three different modes to work in, each one with ts 
distinct advantage, The following is a shor list of what the possibilities are. 


‘You can switch Tracks at any time in Cycle Record mode, just as in 
normal recording, This makes recording short sections or setting tip 
‘grooves very fast 


* If you make a mistake you can delete the whole recording or just the 
Tast “lap 


* You can activate and deactivate recording at any time, and as many 
limes as you wish. 


+ You can tum off Cycle at any time, if you want 10 record past the 
Cycle 


+ You can switch to-an Edit window at any time and make changes 
there, just as in normal recording. 


+ Youcan Quantize just the last Ip or have Quantizing happen 
‘automatically. 


the Left 
‘When you record in Cycle Mode, the Part created always gets: 

and Right Locator settings as Start and End Point (except when you 
record during the Precount), 

Ifyou manually punch in before the Left Locator in Cycle mode, the 
Cyele is automatically turned Off, 


Cycled Recording Modes 


‘On the upper right hand of the arrange window isa small box labelled Cycle 
Mode. This is used to select one of three "behaviors" whon recording in 
Cycle Mode. 


[Sete reo ax an] 
bein 


PUNCH J, 


[ese modes apply to the recording done now, not whi has previously 
been recorded om the Track (Punch, for example, doesn't delete any 
earlier recordings), 


Mix 
Mix mode allows you to add more music foreach lp in the Cycle 


Punch 

Io this mode Cubase utomatically punches in the moment you play any- 
thing on ap. Use this to record a small section ata me, Whee you stan 
‘laying in cycle, your fist note acts ax an automatic punch in, If you for 
paample have a cycle of eight bars and everything is perfect {up until the the 








Cycle and Cycled Recording 
Any time durin 


th lap. This means tha if you play something during a tap 
“serything you had recorded onan eal lap inercad, 


When you stop, the ast compe ecording (one complete lap) is kept. 


Bul, erasing doesn happen until the end ofthe Cycle. $o if you stop before 
the end, this las recording is deleted (you played any notes on this tap) 
Aand the previous one is kept instead, 


{Dis means that when you stop, the Inst complete Fecording (one complete 
lap) is kept 


a Normal Mode you only hear what you are actually playing, plus what 
might have been recorded before on the Track, if you are in Overdub 
mode of course. Ifyou are in Replace mode you only hear what you are 
Playing, since any earlier recordings are replaced. In other words: the 
‘music you are recording in one lap in Normal mode is not sent out on 
the next lap(s), 


Cycled Recording Functions 


‘These Functions come to good use during regular Cycled Recording. But 
they are absolutely invaluable when Multi Recording in Cycled mode. 


‘In regular Cycled Reconding these functions are found on a pop-up menu 
that appears when you press the mouse buton with the poinier over the text 
"Cycle Mode” (in the top right comer of the Arrange window) while recar- 


ding. 
Key Erase 

oes all notes played with @ certain key, or keys, oA pelpse 
in the recording, first press the relevant keys. Then, select: 

‘menu of hold down (K] on the computer keyboard. 


Delete SubTrack signee 
" ing of what you’ 

Ifyou make a mistake and don't wish to keep any : 

route select Delete Subtrack o press [B] on the computer keyboard, anit 


10. 
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nputting 





the Paris cleared (but not deleted), Then you can instantly star 
music again, without ever leaving Record mode. 


4e Last Version or 





Delete Last Version 

If you just made a mistake on the last lap, select 
press [V} on the computer keyboard. This erases your last recording. It 
doesn't matter if you didn't play anything for several laps, the last lap dat 


you recorded anything on is erased, 


Quantize Last Version 
This Over-Quanizes everything you played on the last fap, (o he sex 
‘Quantize value, Select Quantize Last Version or press (N] on the computer 
keyboard. And just as with Delete Last Version, it doesn't mutter if Cubase 
hha played back the Cycle several times since you last played anything, the 
last lap you recorded anything on is Quantized anyway. 
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‘The Edit Menu 





The Edit Menu $$ 


This Chapter describes the Edit menu except for the items Grid, Drum, 
Key, Score, Logical and Master Track, which are important enough to 


‘get their own Chapters. 


Undo 


‘You can undo your las action by selecting this item from the Edit menu or 
by pressing {Undo} onthe computer keyboard. This is very helpil when 
something doesn't tur out s intended, Remember that itis only the fast 
‘action that can be undone. 


{something srange happens as a resul of a command or a procedure, 
don't do anything t0 try to repair it before you try to Undo. 


‘The menu item Undo also tells you what tis thet will be undone at any 
given moment. ite g says Undo Delete, the last Deletion will be 
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Edit windows 
‘The last recording 
Move Event(s) 
Delete Eveni(s) 
Keep Events) 
Copy Eveni(s) 
Cut 


Paste 
Delete 

Everything on the main Functions menu 
Everything on the pop-up Functions menu 
The last Too! action 


MIDI Manager Window 
Delete Object. 
Delete Events, 


Plus that everything done since you entered an Edit window ean be un- 
done by Cancelling ail ‘changes (click Cancel on the window's tithe bar). 


Cut 


‘This command takes the selected object or objets, whatever they may be, 
‘and deletes them from the window and puts them in a temporary, invisible 
‘memory location called the Clipboard, The keyboard command for Cutis 
{Control]-{X}. If nothing is selected, this menu item is dimmed (grey). 


the 
You can Cut several objects at the same time and they are all put om 
Clipboard, but only one set of objects can be put there at a time. Ms 
soon as you Cut again (or Copy), whatever was on the Clipboard 


and replaced by the new Cut (or Copy). 
ti is, 
‘The object(s) on the Clipboard can later be Pasted in. Cutting and Pasting | 


a way of moving objects, In the Arrange windows you Cut (and Copy) Parts, 


In the Edit windows, you Cut (and Copy) notes and other MIDI events. 


Cibose 








but it doesn't delete the objects. it just lakes a 


the Clipboard from where it later can be 
a peels ig [Control}-{C}. Ifnothing is 


‘This command works as Cut, 


copy of them and fe oe 
sued in. The ke} 

piece this menu item: is dimmed (grey). 

“The Clipboard rules apply as when Cutting, and there is only one 

Clipboard for Cut or Copied objects. 


Copying and Pasting isa way of duplicating objects. Under the heading Cut 
sbove, you can ses what can be Copied 


Paste 


When you have put something on the Clipboard, by Cutting or Copying, you 
‘use the Paste command to put it back in. You can Paste the same object(s) as 
‘many times as you want from the Clipboard, The keyboard command for 
‘Paste is (Conwol}-[V}, Ifnothing is on the Clipboard, this menu item is 
immed (grey). 


‘Objects are always Pasted in at the current Song Position. 
‘You can Paste objects from one Arrange window to another and from 


one Edit window to another, but not between the two types of windows 
(which wouldn't make much sense to do either), 


Delete 


\ ‘You can also Delete selected objects, This is pure eradication (but it can be 
| Undone), There is also a special {Delete} key on the computer keyboard. 


Mors info on Cutting, Copying, Pasting and Deleting is found on page 9-10 
and 9-11 forthe Arrange window and page 17-8 for the Edit windows, 
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Select All 


oe Just selects all items in the window (Parts in the Arrange 
evens in the Edit windows), It can be accessed f 
ompuier keyboard by pressing [Control}-(A| aS 


Copy To Phrase 


This is used to transform notes 
5 in @ Part (0 a Phrase as used by the Interacti- 
‘ve Phrase Systhesizer. This is described in detail in Guna gs 


Info 


This command opens up the Part Info box. Its com 
. Its computer keyboard equivalent 
is [Control}-(1). More about this is found on page 9-16. * 


Note Pad 


This utility allows you to make some text notes that are saved with the 
‘Arrangement, Itis reached from the Edit menu or by pressing [Control}-[B] 
on the computer keyboard, 


* Press {Return] when you reach the end of line. 
+ Use [Backspace] to delete text. 


* You can use the {-] and {] arrows on the computer keyboard. 10 


‘move through the text on one line, and the [1] and [4] arrows to step 
through the lines. 


c Use the arrow buttons (<<< and >>>) below the text to move to the 


next/previous page. 


* Click Exit when you are ready. 
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Quantizing 


ntize notes using different methods listed on the Functions 
aie Len ante bls hd Toa abe Avan window 
Quantizing is a means of automatically adjusting notes to some set value 
according to some method. This ean be used either to coriect imprecise 
playing or to create certain rhythmic foclings. Quantizing in Cubase is not 
{just a way of tidying up, it is.a creative feature 


Only notes are Quantized. Other MIDI messages are left intact, 


+ Ifyou Quantize from the Arrange window, all notes in all selected 
Pants are Quantized. 


+ Ifo Pans sre selected, all Parts on the active Track are Quantized. 


* Ifyou Quantize from one of the Edit windows, all or some notes in 
the selected Pan(s) are quantized. 


ol ‘Quantizing is done according to ‘the Quantize value set in the window 
{you are working with. 
In the Arrange window, this is@ Pop-up menu in the box Quantize at 
the top of the window, Press either mouse bution in the box, and 
select a value. 
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unctions Menu 


In the Edit window, Quant 
ent" YOU will also find 2 box, labelled Quant. 
own an identical menu. These ae the Possibilities mee 


(Quantizing is done to closest doxed whole nove 
‘Quantzing is done to closest whole note 
2, Quantizing is done to closest whole not ripe, 
A tizing is done to closest dotied half note 
ay Qunmtizng is done to closest half note. 
Quantizing is done to closest half now ple. 
Quantizng is dane to closest dowed quarter note 
Quantizing is dane to closest quaner note, 
tizing is done to closest quarter note triplet. 
Quantizing is done to closest dotted eighth note, 
Quantizing is done to closest eighth note. 


and So on down to 64T (which of course is sixty-fourth note triplets), 


* Select the desired Quantze value, and then the type of Quanising 
you want from the Functions menu (see the heading “The Different 
‘Types of Quantizing” on page 12-4), and the notes get quantized. 


Undoing Quantize 


‘Quantizing is not definite or irrevocable. You can always re-quantize to 
any value, even to Off, unless you specifically "freeze" your Quantize, 
see page 12-11. 

‘This means that notes quantized to eighths can later be quantized to six- 
teenths. The original (un-quantized) positions of the notes are used for 


determining how nows should be moved, except when wing erative 
‘Quamtiz, You canals e quan us some noes on cao hk ae 
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n feet Undo Quanti- 
“To completely restore the recording to its original state, se 
2e from the Functions menu or press (U] on the computer keyboard. 


Automatic Quantize 


‘This i a function that works in Cycle Mode only. 1t allawé you to have 
‘everything automatically Quantized as you go along with your recording. 


You will find the text AQ in the Cycle Mode box atthe top right part of the 
‘Arrange window, This text is a button that can be tumed on or off by. 
clicking on i. When activated, the text is black, and when inactive the text is 


grey. 


SVCLE NODE PUNCH Ag 


‘When automatic Quantize is activated, Quantizing is done to the set Quanti- 
‘ze value, according to the Over Quantize method. This Quantizing can be 
Unidone as any axher. 


‘There is one thing to note, If you have this function activated, your re- 
cording gets Over Quantized at the end of each Cycle, Even if you select 
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Perfect your chord play 
ying. Over Quamtize can be selected from the e 
teybounlby aaa an be selected from the computer 


Note On Quantize 


Iterative Quantize 


‘This type moves the notes towards the selected Quantize value. An example: 
you can Iteratively Quantize a straight eighth note pattem more or less 
towards eight note triplets, o create a shuffle feeling. Selecting this type of 
Quantize several times moves the notes nearer the note value for each time, 
Iterative Quantize can be selected from the computer keyboard by pressing 
() 


‘You can set parameters for the Iterative Quantize in the dialog box that pops 
‘up when you select <i.Edit Quantize; from the Functions menu. In the lower 
half of this you find two settings called Strength and Don't. These can be 

set using the left and right mouse button as usual. 


Strength 
‘This is how much the notes should be moved towards the selected Quantize 
value. The higher the value the more the effect, 100% is the same as normal 
‘Quantizing to the selected value, an 0% will give you no effect 


Don't Q eo , 
This allows you to exclude certain notes from the Quantizing. This i how it 
works: 

Iterative Quantize doesn't move notes that are already close to the Quantize 
value. And "Don't Q" is the parameter that decides what “close” ree - 
matter. It is the number of fractions (or ticks) between O and 96 (up r 
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eighth note) that a note can differ from the Quantize position without being 
moved. 


A couple of examples: 


Quantize value: 8 





Don't Q: u 
Strength: ‘Any 

This only Quantizes note tha fall Jonge than a thiry~second noe from tho 
cighth nove, 

Quantize value: 16 

Don't Q: 48 

Strengt Any 





‘This is the same as quantizing no notes at al, since 48 ticks isthe same as a 
164th note. 





Sitaight notes and triplets in a Pan. and when 
‘Quantize valve has no eff 
timing emo and ee et Cubase 
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Match Quantize 


his type of Quantizing allows you to match the feel and dynamics of one 
Pan withthe fel and dynamics of another. I you for instance have made up 
2 great "live" hihat Part and wish to pass the timing of ton wo a bass drum 
You should use Match Quantize, 


This type of Quantizing takes the positions and, if you so wish, the veloc) 
es of the notes in one Part and uses them for moving notes in another Part. 
But the set Quantize value is also of interest. 


Say for instance that you have a bass drum playing on every beat (quarter) 
in. bar. The feel of this is to be passed on toa hihat playing eighths. 


torn ETS 


But, you don't want all notes in the hihat Part to be moved to the quarters of 
the bass drum, since this would not give you an eighth note hihat Pawiern but 
a strange quarter note one. You only want every other hiat "note" to be 


affected, 
So, you use the Quantize value to puta raster on the Match Quantize effect. 


If, in our example, Quantize was set (08, the quarter notes in the hi-hat 
would be moved, but the eighth notes between them would "slip through", 


and not get Quantized. 
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fon the other hand it was set to 4, al! hihar notes would be moved to the 
closest bass drum. 


‘They grey notes indice doable hihas avn the extenple Oo px comin 
this with pry nates in Cas Fat or Groove Fat 


The Quantize value is used to put a filter, or raster, on the Quantizing so that 
‘owes in the “affected Part” that are close to notes inthe “feel Pann” are 
moved, while notes that are closer io one of the Quantizing values between 
the dots are unaffected. If this all sounds technical, experiment a hit and you 
‘will soon get the hang of it. 


‘To Use the Match Quantize function, hold down the right mouse button to 
bring up the wol box. Select the Match Quantize icon. 


‘With the fe mouse button, drag the part that has the feel you want, so thal it 
‘is positioned over the Par that you want to Quantize, and release the mouse 
Patton. A dialog box pops up, asking you if you want 10 pass on the velocity 
‘values as well. Click Yes or No, 


‘A the “feel Part" is shorter than the "affected Part", the "feel Part's" 
contents i repeated so that the whole "affected Part” is Quantized by 
the operation. 


‘When yos are fished, press an let goof the right mouse button once, to. 
‘bring back the arrow pointer. Or, select ancther tool from the Toolben, 
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Groove Quantize 


This type is not meant for correcting emors but for creating rhythm fete Tk 
allows you to set up your own "maps" for Quantizing 


Using Groove 

‘The text for this menu item changes. Ths is because you ean make vip 
<everal Groove maps and select one of them in the Edit Quantize; dialog 
‘box. But, the one last selected is displayed after the text Groove om the 
Functions menu, Ifyou for instance last velecued a map named Random, this 
‘menu item would say Groove - Random. 


‘When you select this type of Quantizing, notes are moved! according to 8 
Predefined map. There are a number of such Groove-maps in a list under the 
‘menu item Edit Quantize. You can edit these and save uve whole set wo dink 
if you should wish, Mast users will probably stop at using the predefined 
Grooves. Once you have one of the Grooves selected it appears cm the 
Functions menu after the text “Groove ~" as described above. You then 
Perform the actual Quantizing by selecting this item from the rhenu orby, 
clicking Do It in the Edit Quantize dialog box. 


Groove is very similar to Match Quantize; the difference is that the notes are 
‘ot moved according to another Pan, but according tn @ Groove Map. A 
Groove Map is a bar filled with “dots” in a way that defines a rhythmic feel, 
‘One such Groove Map is displayed below. 














Groove Quantize notes are moved to the closest “dot”. But 
para Mau Quatze, te Qunize val bused Wo putarr oe 


“dot” ile notes 
izing so that notes that are close to the “dot” are moved, w! 
tatare se wone of Ue Quantizing Vales between he dots are nlc: 
ted, For 8 more thorough explanation, vee Match Quantie. 


~~ 
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Quantizing 


ecting Grooves 
When Poeeess (Quantize from the Functions menu, 2 dialog box 


‘appears. The upper half of this is used for Groove Quantize 


nd hold the mouse buton over the name, pop-up menu 
sessing all he Grooves Select one. This operation i sel doesn 
‘Quantize the selected Pars, you have to do that ether by clicking on the 
bution "Do It or directly from the menu after closing the dialog box 


Editing, Saving and Loading Grooves - 
‘Making up useful Grooves takes some practice, don' despair if you don't get 
‘everything perfect the first time, 


‘You may change two things for the Groove Map directly from the Edit 
‘Quantize dialog box. The first is the name of the selected Groave (double 
‘click on the name) and the second is the Time Signature it uses. 


‘The Groove Map is one bar long, in the Time Signature set. This means that 
if you set the Groove to 4 it will repeat itself twice in every bar of 4/4. 
‘You can use this fact with unusual time signatures to create really odd feels 


‘By clicking on the Edit button a new window appears, similar to Drum Edit. 
Inthis window you can delete input and move notes around to make up the 
groove. The techniques will be familiar if you have used Drum Edit. 


A""MIDI click” is output on same note as the first Sound in the Drum 
Map (see page 19-3), 


Use the Too! Box to draw in new notes (Pen), "kick" the existing ones 
‘around and 19 delete notes until you are satisfied with the fee! of the Groove. 
‘Remember that the pointer has to be inside the grid if you are to be able to 
‘call up the Tool box. 





‘You can also use the Position value on the Info Line, but avoid the pitch and 
‘other values, It 5 only the positions of the “dots” that are of interest for 





‘Wien you are finished, click on Keep, and the Groove is saved to memory 
‘(but not permanenily see below). You can save the current set of grovve 
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Freeze Quantize 


A sid above, you can Re-Quantze of Undo Quanize aay dime, Bat you 
2 want to make the curent Quanizing permanent Todos elon 
Freeze Quantize from the Functions menu - 


‘An example: You want to create a perfect shuffle using erat 

bul the part you have sso slopily played it doesn't give you pene 
feeling You ar aftr. This happen since the original recording (un-quani- 
zi) i used for determining how notes should be moved when ye tor 
erative Quantize the fist time, 


Now, first Quantize using one of the other types (Over- ox Note On Quanti- 
26) to correct the playing. Then, select Freeze Quantize to make the current 
positioning permanent, And last, change the Quantize value and set the 
Iterative Quantize parameters and select Iterative Quantize from the Func- 
tions menu, 


Other Functions 


‘There are other types for aulomatic handling of MIDI events on the Func 
tion menu. The same rules as for Quantizing are used to decide what wets 
affected. That is, if you use any of these commands in the Arrange window, 
all events in all the selected Pars, or all Parts on a Track are affected, and if 
you select the function from one of the Edit windows, you can direct the 
‘operation to just some of the events, 


‘These functions can not be undone. If you feel insecure about: what you 
are doing, ry out these commands in an Edit window, since this allows 
you to Cancel any changes, 
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Legato 


‘This function corrects your legato playing. The Quantize valuc has no 
purpose for it, but there is a Legato Overlap parameter in the Edit Qua 
dialog box where you can seta number of ticks, positive or negative. 









+ Ifyou set this to positive values all notes will always overlap with at 
east the set number of ticks, This means that if (wo notes don’t 
‘overlap enough or atall, fore you seleet Legato from the Functions 
‘menu, they wil be lengthened so that they overlap ihe set number of 
licks. 








* Ifyou set this tonegative values, there will always bé a gap betwee 
‘notes. This gap will be at least the number of ticks set in the Edit 
‘Quantize dialog box. Notes will be shortened if necessary to produce 
the gap. This is useful when you want 1 make sure that a line you 
recorded doesn't take up more than one voice on an instrument, for 
‘example a sampler with $0 calted "fixed voice allocation", 


Length size 


This command Quantizes the length of notes without moving their siart 
‘Points. In other words, the length of all notes is changed to the closest 
‘Quantize value, but the start position of all notes is Jeft intact. 


Fixed Length 
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Delete Cont. Data 


Thi 
Volume, tt erases al continuous data sich 2s Controllers (modulation, 
ae oe ees arid so on), Pitch Bend and After Touch. Notes. 
3 Messages are left 
equivalent is [Conto}-(F] = Bas: BORD a 
‘The definition of Continuous might require some explanation. Even though 
“Ome controllers are not used continuously —a sustain pedal might be 
Pressed only every mow and then, and a mode message could be sent out 
Only once in a song—they are pan of MIDI's family of continuous messages 
and therefore erased, 


Delete Doubles 


‘This command erases all double notes. These doubles mostly occur when 
you record in Cycle Mode (with or without Mult Record activated) and 
Tepeat for instance a snare drum on a second lap. Double notes could be hard 
to hear, but sometimes they souind like short delays or flanger effects. Or 
ven just as one extra loud note. Delete Doubles’ computer keyboard 
‘equivalent is {Control)-[H), 


‘Two notes are considered as double when they have the same note number 
(thie same key) and have identical start points, 


Reduce Cont. Data 


Controller data, such as modulation or volume changes, are often recorded. 
‘with a higher precision than is needed. The ear isn’ as sensitive to changes 
in volume or changes in vibrato depth as it is to changes in pitch, so you can 
usually skip some of the controller data recorded. 

troller data being sent out has to do with 


data can be sent down one MIDI cable at 
: ‘you feel that you have 


“The problem with too much Cor 
MIDI's limitations. Only so much : 
atime, Controller data take up a lotof "space and if 
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problems with timing due to hefty use of controllers, you could try this 
command. 

‘Generally, Cubase isn't the problem itself, especially not when several 
‘Outputs are used, as with the SMP-24. Cubase has invisible routines for 
keeping the timing perfect in all instances. But, the receiving instrument 
might still haye problems with handling large amounts of incoming MIDI 
data, 


This command permanently reduces the amount of existing Controller data 
‘after a fixed method in the program, If you try it from an Editor you always 
have the possibilty to Undo the change 


Transpose/Velocity 


‘This command opens up a small dialog box allowing you to permanenily 
‘Transpose notes or add/subtract figures to the velocity values. This function 
also operates on some selecied Pans in an Arrange window of some selected 
notes in an Edit window. It differs from the parameters in the Pant Info box 
{n that this isa permanent change to the actual note data, 


Use the left and right mouse button to in/decrease the values and complete 
the operation by clicking OK or pressing {Retum] or [Enter] on the compu- 
ter keyboard. Or if you change your mind, click Cancel, 


Ifyou feel insecure about what the effect of transposing or adding velocity 
Racal Teally is, check page 9-19 where this is described for the Part ‘Parame- 
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Create Track 


‘This command creates new Tracks. Its keyboard equivalent is (Control}-(T], 
The frst Track gets the name Track ¥ andthe consecutive Tracks are 
‘numbered from there on. More about managing Tracks is found on page 5-4, 


Global Cut 


is ve vi a all Tracks. The piece 
and cuts outa piece of the virtual tape on all 
epee inside the Locator Positions. For instance, setting Left 
Locator to 2, 1, Oand Right Locator ta 4. 1, Q:and sclecting Global Cut 
removes bars two and three from the whole song. 


In other words, Global Cut removes a section of the music on all Tracks. 
‘Any Parts that lie inside the Locator Positions are shortened (cut). 


‘This is good for shortening a special section of your song or for rearranging, 
like turning a double chorus into a single. 


Muted Tracks (see page 14-2) are excluded from the operation, i.e. they 
‘are not Cut, but the Master Track is affected like any other Track. 


Global Insert 


‘The opposite of Global Cut. A "piece of tape" is inserted between the 
Locator Positions. To insert four bars at the beginning of bar three, set the 
Left Locator to 3. 1..0 and the Right Locator to 7. 1. 0, 


‘Whien you use Global Insen, all Parts that started after the Left Locator 
Position are moved the selected amount of bars, Parts that have their sart 
Point before the Left Locator and their end point afer it, are lengthened the 
Selected amount of bars, bu of course contin no evens in their lengthened 















Copy Range 


This command is used to e¢ i ic 

*OpY a section of the music, on several Tracks, 19 
Some other position in the Arrangement. You set the Left and Right Locator 
phe beginning and end ofthe section you want wo copy. then you set the 
‘Song Position to the point where you want the copied section wees up. 


When you select Copy Range from the Stricture min, Cubase makes, up 
an aut Par foreach Track, conaiing all the music between the Locators 
and then puts (pases in) these new Pars atthe Song Position, 


Muted Tracks are excluded from the operation. 


Remix Track 


Ifyou have one or several Parts containing events on several MIDI Chan- 
‘els, these Parts can be split up into new Parts, one for each MIDI Channel, 
To use this Function to its full potential you should have come to grips with 
MIDI Channels in general, and especially Cubase's MIDI Channel setinig 
"No". 


If you for example record with a split keyboard that sends on two MIDI 
Channels, or if you record music from one sequencer to another, you will 
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t. with different MIDI Channe! numbers as an 

pal ee ree juss the Track they are on to MIDI Channel 

Seer Pens wl be played back onthe channels stored with them. But, 

aaa ae creat them independenily. Remix Track therefore allows you 0 


Nel ea en Parts on new Tracks so that events get separated 
apne io be MIDI Channel hey acon 


ors as bounda- 





|. Set up the Left and Right Loes 
coe rere reer 
‘Remix Track from the Structure menu, As many new Tracks as are needed 
‘are created. New Parts with events on one MIDI ‘Channel ‘cach are created 
‘on those Tracks, between the Left and Right Locators. Each Track is set 10 
the MIDI Chane! the events in them are stored on, 


Mix Down 


to merge all Parts on some (or all) Tracks into one. 
Bese rede eal auton awed that created 
‘Part you will probably use this feature in combination with MIDI Channe! 
"No". You need to know how MIDI actually handles the Channels to make 
‘full use of this feature. 


Normally you set Part or a Track to play back on a certain MIDI Channel. 

‘This means that it doesn't matter what MIDI Channel the recorded messages 

‘were coming in on, this is changed to some other value on playback anyway. 

But if you set a Pan or a Track to MIDI Channel "No" (see page 9-4) you 

fee Fomseton bs MIDT Channel(s) actually stored with the events in the 
ly 


‘When you Mixdown, the MIDI Channel thatthe Parts are set to will be 
‘stored as. permanent part of their MIDI data, That is, the MIDI Channel set 
{for each Part replaces the MIDI Channel originally recorded. So, when you 
‘Play back the Mixdown Part with the MIDI Channel set to "No", you will 
‘etually get the same thing back as when you played back all the Tracks that 
Ae now merged into the Mixdown Pan. 
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Psst the Playback parameters are also passed on to the Mixdown 

Dermanen thls: # temporary transposition in one ofthe Parts will be a 

is lost in the i xdOWn Part, The Output seuing, on the other hand, 
Sstin the Mixdown, since one Part can output on one Output only 


‘The Left and Right Locator are 
Used to determine the start and end points of 
the mixdown Par, so set these tothe desired values, és 


Muted Tracks (see page 14-2) are exch ixdown, 

luded from the Mi i 
Parts with the Drum Map pars ov afer 
the O-Note setting. 





Once: you have set the Locators and muted the Tracks you want, you just 
have to select a Track for the Mixdown Pant. After tha, sclect Mdovon Pan 
from the Edit menu, and the Pat will be created. It will et the name 
Mixdown, 


Tracks that are included in the mixdown can be set to MIDI Channel “No* 
‘themselves, so that their original MIDI Channels values wil be preserved in 
the Mixdown Part. 


Create Part 


‘You can create an empty Part in three ways: 

* By double clicking in an empty (white) area in the Part Display, 
between the Left and Right Locator. 

+ By-selecting Create Part on the Structure menu, 

* By pressing {Controll-[P] on the computer keyboard. 


‘The created Part winds up on the selected Track and begins atthe setting of 
the Left Locator and ends atthe Right Locator. A Part created this way 
never replaces an existing Part but may very well overlap one. 


Repeat 


‘This function simply repeats the Pan(s) selected, and lines up the copies end to 
‘start after the original(s). The Parts selected are treated as one block, $0 the 
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relative spacing between the created Parts is determined by the beginning of the 
first selected Part and the end of the last. 











‘When you select this item from the Edit menu (ot press (Contro!}-{K] on the 
computer keyboard) a dialog box gives you the option af deciding how 
‘many copies you want, and ifthe copies arc to be Real Parts or i,Ghiost 
Pams;, Use the left and right mouse button to set the values, and click on OK 
Or press [Return] on the computer keyboard if you want to proceed, click 
Cancel or press {Esc} if you change your mind, 


Cut Notes 


‘Cubase works differently from MIDI when it comes to handling notes. 
‘Where MIDI store Note Ons and Note Offs, Cubase stores Note Ons and the 
‘notes’ lengths. j.Notes:Lengths;This means that even if you change the 
‘ength of a Part by using the Pencil or Scissors Tool you may get notes that 
‘play past the end of the Part. This is a valuable feature, but you may not 
‘always want this to be the case. If you want to make sure that all notes in a 
‘Par end where the Pant ends and not later, you should use Cut Notes. 


‘Select the Parts) that are to have their notes Cut, and select this command 
‘from the Structure menu, 
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Rice, frintrine id 


Pars tha belong to Groups 


‘The Grove ti 


Group Track. Groups can be used in many ways. 


* Group all the brass pars ina chorus (trumpet, sax, trombone.) so 
that they can be handled asa section ofthe orchestra and easly be 
repeated in every chorus. 

* Tum every section ofa song (intro, verse, chorus) and so on, into.a 
Sto ‘SO that the song can be remodeled fast on ‘a separate Group 

rack, 

* Build up each Part ofthe song (intro, verse, chorus... none Arrange 
window each, and assemble the song on a Group Track in yet another 
Arrange window, 


AAs you understand from the examples above, the Groups are global for the 
whole Song. A Group created in one Arrange window can easily be played 
back in another, Allin all you can have 64 groups, which are saved with the 
Song. 
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To create anew Group 


te a group by selecting the Parts you want and then use "Build 
Group one Sotcue menu A log bx pars whee Jaca entero 
‘edit a name as usual, and where you have the option of creating a new 
‘group, replace an existing one of add a Part wo a Group. Pressing (Return) on 
the computer keyboard is the same as selecting New. 


1f you want all Pars in an Arrange window to be put into te Ciroup, vse the 
Select Ail command on the Edit menu, or press (Contol|-(] on the compu: 
ter keyboard. 


New 
‘To create a New Group, select the Parts you want io have in the Group. 


‘Select "Build Group” from the Structure menu (press (Control}-(U] on the 
‘computer keyboard), Enter a name for the Group (as usual) and click New 
‘or press (Return) on the computer keyboard. 


‘Groups created are shown in the Group Liston the right side ofthe Arrange 
window, see Hide Show/Groups later in this chapter, 


‘The Parts keep their Part Info settings within the Group. They also 
‘keep their reiative starting points, 





‘which all send out on their respective MIDI ‘Channel, and Output, and which 






re you might have to Mute the Tracks with the Parts 
‘Group. More on this later in ‘this chapter, 
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Zt Added Parts keep their relative postion i relation to the existing 


Parts in the Gr ss 
pak up» and they also keep their internal relative starting 


the first Part in the Group, The only exc 
. seption is if the Pant starts, 
‘he Group, in which cas twill be put nat the begining siteGom 


Replace 
You can also replace a Group completely with a new Group, This ont 
affects the conten of the Group, not the Group Parts onthe Group Track. 
allows you to keep the structure of the Song (as iis on the Group Track, see 
{ater in this chapter) but to completely change the contents of for instance all 
verses, all bridges or whatever (the Groups), Select the Parts that are to 
‘make up the new Group, Select the Group in the Group List that isto be 
replaced. Select "Build Group” from the Structure menu and click Replace, 


The Group List 


(On the right side of the Arrange window a special columa appears with all 
the Groups visible, the Group List. This isa scrolling list, you can click on 
the arrows on the top and bottom if you have more groups than can be 
shown in the column at ane time. 


‘This lists first displayed when you create the fist Group. You can hide or 
‘show this lst at any time with the command Hide/Show Groups on the 
Structure menu or by pressing [Control]-(J} on the computer Keyboard. This 
list appears in all Arrange windows that you open during the session, since 
‘created Groups can be used in any Arrange window. 
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The Groups in the list are always sorted so that the Groups created in the 
selected Arrange window appear atthe top of the list. 





The Group List and all the Groups in it are part of what is called a 
Song. When you Save or Open a Song, all the Groups are saved/opened 
with it, On the other hand, when you save an Arrangement, only the 
Groups created in that Arrange window are saved 


Renaming a Group in the List 

you double-lick on a Group in the Group List, » small dialog box appears 
Where you can change the name, in the usual way. 

Deleting a Group from the Group List 


If you drag a Group past the top or bottom of the Group List the whole 
Group is deleted, 


bra chorus 
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Deleting a Part that isin a Group 


Hype delete a Pan from the Arrange window itis of course also deleted 

fs ae pansies you can Undo the deletion in itself, but this does 
'art back into the Group, Us 

mie up. Use this fact as a way of deleting Parts 


Creating a Group Track 


Before you can use the group you have to create a special kind of Track 
Called a Group Track. This is done by selecting Create Group Track from 
the Structure menu or by pressing (Control}-[¥] on the computer keyboard. 
Group Tracks are identical to regular Tracks, its only that they play back 
Groups instead of Parts. These are the differences: 


* Group Tracks are always displayed at the top ofthe Track lst. 

+ Group Tracks are given the name "GrpTrack" and a number when 
they are first created. 

+ Group Tracks can't be set to a certain MIDI Channel, fnstrument oF 
‘Outpat, since this is independent for each Past in the Group, 


‘There isa thin dividing line between the last Group Track and the first 
regular Track. 


Using Groups on a Group Track 


it js it jhere on one of 
To use a Grovp, drag it from the Group List and put it somew 
Your Group Tracks, just as when moving a Part from one section of the 


‘Arrange window to another. , 
Fe 
a ——_—_—_—_ jaa 

















A Group appears on the Group Track as a grey box with the name of the 
Groap in it It is called a ,Group Pan, and itis as long as the Parts it is 
made up of. You can drag the same Group up onto one or several of the 
Group Tracks as many times as you like, and place it on different Positions 
ina song. 


Ifyou hold down (Alternate) while dragging, the Group Part will be inserted 
‘on the Track instead. This means that all the Group Parts afte it will be 
‘moved down the line to make room for the new Group Part 

Remember thatthe Group List is global for the whole Song, so you might 
very well use Groups created in one Arrange window in a second Arrange 
window, and even together with Groups created in a third (or fourth or 
fifth.) Arrange window. Just select the window (or create a new one) that 
‘you want to use the Group in, and drag the Group up to a Group Track as 
usual. 


‘Also remember that «Part can be used as itis, even though you have put it 
into a Group. Therefore, you might have to i. Muted Tracks: With 

Groups: Mute « Track (see page 14-2) if the Pans on it are used in a Group 
and the Group is played back atthe same time as the Pars in it Otherwise 
You will get double notes that might give you an increase in volume, 
‘reduced polyphony or strange flanger effects, 


A Group Part has living” links to all the Parts in it, If you delete it, it 


in the Group, and if you change its Part Info 
parameter: 
this is also reflected in the. ‘Group. If you move it, however, this is an 


: ke 

{Selected in any way that regular Parts can, 
* Duplicated (Hold down (Alternate), a 
* Deleted in any way tha Pans can, 

* Sized using the pencil toot, 
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You can also use an ion, i 
se any function, like Quantizing, directly on a Group 
Part, and this will Quantie all Parts in the Group. 





Group Parts can nor be: 

* Recorded int, 

* Merged with other Pants, 

* Edited in any way (split, joined, or edited in the Edit windows). 


Building the Group Track in Real Time 


Ifyou hold down [Control and click on a Group in the Group List tis 
inserted on the active Group Track, atthe beginning of the next bar, Just as 
if you had dragged it here. This allows you to build the whole arrangement, 
‘or parts of it, on the fly, while the music is playing. 


‘you have already made up the basics of your arrangement anit wish to 
experiment with adding Group Parts this way, create a separate Group 
Track for the Group Parts you are adding in real-time, This will give you a 
betier overview of what is going on, 


Group Transpose 


Group Pants also have one Playback Parameter. Ifyou click on a Group on a 
Group Track, a dialog box opens up where you can Transpase the whole 


Group Part. 


Unpacking a Group Part 


a Group Part apart into its original components by using 
‘nonsense ae 
repeated a verse several times during apiece of mosic by making a grup, 
out of all he Pars that make up tha verse. This Group has hen bee | 
several ims ona Group Track, Now you find hat you want io make some 
small changes to the First verse only. A convenient way to do this is 
Unpack the Group Parton the Group Track that plays that first verse, 
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Itis the Group Parts on the Group Track that can be Unpacked, not the 
‘Groups in the Group List. 


‘Select the Group Part on the Group Track that is to be Unpacked. Select, 

Unpack Group from the Structure menu, One of two things happens 

+ Ifthe Group was created in the same Arrange window as itis used, 
Ghost Parts are created on the original Tracks at the same Positions 
as the Group Pan. 

+ Ifthe Group was created in another Arrange window, neal Parts are 
Created atthe same Position as the Group Part, New Tracks are 
created as needed, 





{In both cases, the Group Part is of course removed from the Group Track. 


‘Several Group Parts can be unpacked at the same time. Select the Parts to be 
‘Unpacked and Unpack them. Unpacking can also be undone using the Undo 
command. 


The Group feature can be used to an extreme by mating all different 
sections of a song (intro, verse, chorus... into Groups to get an overall 





feeling ofthe structure ofthe song. Then you can Unpack all Gro 

i c ups and 
start making detailed changes, Just observe the difference between Ghost 
‘and Real Parts 
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‘Ona standard mixing console you can mute (silence) one channel. You can 
‘aiso mute all channels but one, which is called 10 "solo” that channel, There 


ae equivalents to both in Cubase. 





Mute 
To silence a Track, click in the Mute column in the Track L Muted Tracks 
are indicated by a black dot (I). Muting temporarily defeats all ourput from 


the Track. Ifany notes sound the moment you Mute the Track, thes: are 
allowed to play until their end (not muted). 





‘These to Tracks ae Muted 


Noa an mute as many Tracks as you want. By clicking again in the column, 
you unmute the Track. 


You can also mute Parts individually using the Tol box mute icon. 


Solo 


‘When you click on this 
heeled the ao tes [S} onthe computer Keyboard, all 





Mute and Solo 


Preprogramming Mutes 


HO Wie Fe tn Mute seuings, one under each ofthe 4 Funetion 
These a Mutesfunction keys (F1 wo (10) on the computer keyboard. 
‘an be used to instantly recall any combination of muted Tracks 


All you have to do to recall a setting is to hold dawn {Alternate} and press 
the corresponding Function key ({F1] to (F10)) once 


Recording Mutes and Solo 


‘You can also record mutes in several ways: Either record a single Mute-lick 
in the Track list, or a reprogrammed Mute on several Tracks (performed by 
Pressing [FI] to [F10}), or you can even record the fact that you activated 
the Solo function. This allows: you to have automated mutes ‘happening at 
certain positions on playback, as an alternative to permanently deleting 
‘some music or other information on a Track. 


* First you must activate the Recording of mutes by selecting the itemn 
Record Tempo/Mutes on the Options menu so that itis 
ticked. (this flag is also used for recording tempo changes, see page 
16-4). 


* Then you must select a Track for recording the mutes. This shouldn't 
bbe the same Track as the music is on. We strongly recommend you to 
tse a separate Track for your mutes, to avoid confusion. One single 
‘Track can be used to record events that mute any and all other 
Tracks, 


+ Now activate recording at some point. When you reach the point 
‘where you want the mute to happen, perform it by clicking in the 
Mute column or by pressing one of the Function keys (Ft) to [F10)) 
‘or activate the Solo function. Keep on muting and un-muting: tacks. 

Cutaye fF 88 1ng. 38 You wish and eine recording as usual, 
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Mute and Solo 
Ed Solo 


This button activates a special Sola function forthe Edit windows. This iv 
how it works: Ifyou activate Ed Solo, you will only hear the Parts you are 
‘Working on (the selected Parts) when you enter one of the Edit windows, All. 
other Parts are muted. When you close the Edit window or select the 
‘Arrange window again you hear all Tracks again, 


‘There aren't really any restrictions to what you can do, Things can get 
quite involved if you indulge in complex mute setups. Observe the 


following: 


+ Muting silences all output from a Track, notes, continuous 
controllers, MIDI Manager data, System Exclusive, everything, 
‘Which includes the mute events themselves. So, if you use a Track to 
mute itself, by recording mute and afler that an un-mnute, te un- 
mute will never happen since the Track is muted for all output (think 
about it and you'll understand), This is why you should always record 








Itdoesn't matter if you had Muted the Track with the Part(s) to be edited. 1F 








‘mutes on a separate mute-Track, and never record ay niutes for that 

‘Track, You select Ed Solo you will hear those Parts in the Edit window. 
A mote Track may of course be muted by another Track, which leads 

to the same confusion as above. 


+ Noles that have started before the mute are not cut off by the mute: 
itself. They always play to their end, 

+ Solis just a special case of mute, where all Tracks but one are 
muted. 

* The mute events that get recorded are of two types, Mute Events and 
Un-mute events. When one of these events is played back, the Track 
‘changes to the status of that event. This means that ifthe Track is 
already muted when a mute event is played back, nothing happens. 
‘This may sound obvious, but when you rewind or fast forward to 
‘Some point, and start playback from there, this might confuse you, A. 
— ‘that is “manually” muted is also un-muted by an Un-mute 

* The Record switch (Overdub/Replace) applies, so that you can 
‘versite or add Mute and Unie evens as you wish, 

* Motes are chased (see page 16-2) ifthe Chase Events flag is tumed 


G 1 you want to mute a Track from the beginning, 
Mi 
Events one.or two ticks before the first notes, so Bee nekine 
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‘The Master T 


‘The Master Track is a special 65th Track devoted to time signature and 
tempo changes, 


‘There are three ways to display the Master Track and its entries: 
* Select Master Track from the Edit meni 
+ Press (Control}-(M] on the computer keyboard. 
* Double click on the Master button on the Transport bar 








‘There are two ways to activate the tempo changes set up on the Ma 
‘Track (make Cubase follow the tempo settings on it): 

+ Click on the Master button on the Transport Bar 

od Press [M} on the computer keyboard, 


are always two entries atthe top of the lst, the Master Tock i 
Set , Track. 
MIL Or M40 are the intial tempo and time signature, positenca 


I you change the tempo value for an en 

try, this will of co 

_IN¢ SMPTE time forthe following entries aon ifyou edit the tine = 
the following entries’ measure 
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¥ 
Bid ‘an decide to Hide either all tempi or all Time Signature entries by 
“Tn the two buwons, or you can decide to view bath types 


Inserting entries 


O: 0:30:22 «, 
oes tine 


‘The Maser Track has its own Song and SMPTE Postion bores 


Now itis time to decide if you want a new tempo event ora time signature 
‘event, by clicking on the relevant button New Tempo or New Signature, 
‘Time Signature events are always inserted atthe start of a bar. Once the 
‘event is inserted, use the left and right mouse button to change its values as 
described above, 


Uf you're work involves matching musical sections to certain SMPTE cues, 





here is a ip. ; 
To match a certain Position with a certain SMPTE time, first insert a 


dummy event, like for example a Time Signature entry with the same Time 
Sigua he hen tae This wil (as al entries) get both a tempo 
‘and SMPTE Position inthe lst Ifyou now change tempi before this entry, 
the dummy eniry is moved forward or backwards in time. You can adjust the 
tempi integer and fraction values until the dummy event gets exactly the 


SMPTE position value you desire, 
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Delete events 


‘Arrangement window. It Copies all the Master Track entries between the 
Left and Right Locator and insets them at the current Song Position, with a 


‘Shap to the closest bar, 





Delete events, click on them (you may use the [Sif key 1 select _— 
fel atic attains) ck one Dl baton & pss ) The Options Menu 
[Delete] on the computer keybourd, 

Copy Section 
This command works very much like the Copy Range command in the 


‘The Overdub/Replace setting on the Transport bar applies, so that if you are 
‘in Overdub mode, the entries are added to the existing ones in the list, and if 
‘you are in Replace mode they replace the existing ones, 


‘This means that if you copy a range that has no entries in it in Replace - 
‘mode, this isthe same as deleting entries in the section you are copying to. 

For instance, if the Left Locator is set to 1.1.0, the Right Locator to 5.1.0, 

the Position o 91,0 and Record Mode is set to Replace, then Copy section 

‘Will delete all entries between 9.1.0 and 13.1.0, 


Setup the Left and Right Locator and the Position (all onthe Transport bat). 
Glick on Copy Section and the copying is done, 
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Chase Events 


When this function is on Cubase tries to trace what has happened earlier in a 
song when you start playback from some point in the middle. I: then uses 
the traced information to restore Controllers and Program Change settings 
‘The theory behind this has vo do with the way MIDI handles Continuous 
Controllers and other messages. 


Say for instance that you had started a song by sending out a Program 
Change command to make a synth switch to a piano sound (1). In the 
beginning of the chorus you had another Program Change command to 
make the synth switch 10a string sound (3). If you would rewind to some 
‘point between the beginning and the socond Program Change (2), the synth 
‘would still play the string sound although you wish it would be piano. 
However, if you had Chase Events tuned on, Cubase would have tracked 
the music back to the beginning (1) and would have found that first Program 
Change. ft would then have sent this out when you rewinded to (2), so that 
the synth was set to the right Program. 





a) @) @) 


Tnvother words, when Chase Events is tumed on (ticked, by selecting the 
item from the menu) Cubase checks the song from the beginning and tracks 
all changes that have occured since 1.1.0. I then sends out the last value for 
‘A number of parameters whenever you move to a new Position in any way 

Cen Fast Forward, by using the Position box, via sync chase or whate- 


es eof his istoresore the seting totes values atthe pin you ae 
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This is what is chased: 
AS long as Pars are not set to MIDI Channet "No" on a Track, 


Song, regardless af ho 

Fs : »W many Pans it is made up of. 
fai ‘Part (played back from the Arrange wn) all Controle 
Prenulimber below 32 are chased. Aiso, Damper pedal Chanel 


Follow Song 


Normally, the Part Display inthe Arrange window and the Grid, Key, Drum, 
‘and Score ‘windows "move" (or "scroll") with the ‘Song when you play back, 
rewind, record and so on. You can tum this function. on of off by selecting 
Or deselecting (tick or no tick) Follow Song from the Options meau. You 
‘can also use (F] on the computer keyboard for this, 


Reset on Stop 


When this function is tured on, Cubase automaticaly sets some MIDI 
‘messages to zero values and sends out a couple of "reset messages", so that 
‘you aren't left with "stuck vibratos” or transposed notes due 10 "hanging. 
Pitch Bends’. 


On the other hand, when this function is tuned on, it might reset things you 
don't want zeroed, like for instance modulation values recorded atthe 
beginning of a song which are intended for a static effect throughout the 
piece. The way MIDI works makes a compromise necessary. 


Reset on Stop "zeroes": 

+ Pitch Bend 

* Controlier 1 (Modulation), 
* Channel Pressure’ 
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Tealso sends out: 

+ All Notes Off 

+ Reset All Controllers 


Re : 

beh fork ter cai to have any effect on playback or future recor- 
S You must of course switch Cubase to .i.Master: 

ne ee se {0 i. Master; (press [M| on the 


The Record Dialog box and Multi 


Tempo Recording Recordi 
ecording 


{is possible to record changes in tempo. There are three major uses for this: 


{he Record dialog box has two purposes. One i to decide what MIDI inputs 


{Recording the actual tempo settings while the music is playing back should be used for recording and te other is for setting up Muli Recording, 


* Setting out “markers” for tempo changes and then edit in the actual 
tempo values in the Master Track; afterwards 

* Record tempo by tapping it, using Human Sync (see page 16-24), Record From-Inputs 

When the Record Tempo/Mutes item is on (checked) on 5 

‘menu, and Cubase is put into Record mode, it ms any centage 

ane Puts tem inon the Master Track (this fla i also used for recording 

‘mutes, sce chapter 14), 


Make sure you don't overwrite (Replace) any. regular recording wh 
Cubase is put into Record mode. I you want to make reat Peghitis 
‘an empty Track, , 


[is not definite that Cubase receives its input from the Atari MIDI In, Input 
can come from a number of sources. It can come from any MIDI input on 
any connected Device, and it can come directly from M-ROS, the operating 
system behind Cubase. This last option means that data coming from 
another M+ROS program on the same computer or from an MeROS program: 
‘0n another computer can be routed as input to Cubase. Also, the MIDI 
Processor in Cubase and Cubase’s own Tracks can be set to output via 
MeROS. 


So, the MROS alternative is an “invisible MIDI-chord” coming from some 
‘output in your system that is set to send out via M+ROS, 


always replaces the existing tempo events. 


Pull down the Inputs menu, and select the Inputs you want to be active. 

Several Inputs canbe active athe same time, If an Input nthe ist black, 

then it is physically connected and active, If it is grey this means that 

CCutase has found he software (he drive?) for using the device whieh as ~ 

the input, but it is for some Lee ees Sirk 
properly, or not connected at all), ff an Inpt ck and ticked, 

ae erope ene ofthe recording Ips. More information on drivers can be 


found on page 27-39. 
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Multi Recording Theory 


‘Normally you record on one Track at s time, But, if you have a MIDI unit 
(like a MIDI keyboard with splitpoints) that is able to transmit on several 
channels at the same time, or if you are a band, or for some other reason. 
swish to record several MIDI instruments at the same time, you can use Multi 
Reconding. This allows you to record on up to four Tracks at the same time. 
‘Multi Recording can also be used just as a quick way of switching between 
four predefined Tracks while recording. This has some specific advantages 
‘over normal recording. 





Setting Up the Parameters for Multi Recording 


‘The first thing to do is to decide which kind of Mulli Recording you want. 
‘This is done in the Record dialog box. 


Select Record from the Options menu. Click on the text under the heading 
so that itis set to Enabled. It is now time wo select one of the three types of 
‘Malti Recording by clicking on one of them in the dialog box. 
‘This 

allows you to quickly switch between four preselected Tracks. Merge 
‘is intended for one player, sending on one MIDI Channel, as aul 


Quickly move between four sounds on four Tracks, for instance when 
‘making up a groove, 


Channel Spit 








— es __ The Options Menu 
Input Spiit 


one Min 1 tse when you have several MIDI units, each connected io 

can also be ent {tS mainly intended for recording several players, but it 
‘sed with one player tha has for example several keyboards. 

Layer 

This function differs 


from the others abit tts main purps : 
the incoming MIDI fteeat Oosaitans ioe 


data to up to four different Outputs and MIDI Channels 


‘When you have clicked on one ofthese options, click Ext or pres [Retum] 


The Four "Players" 


No, this is not a singing quartet from the early sixties, iis the way you 
‘manage your Multi Recording in Cubase, When you have enabled Multi 
Recording in the Record dialog box you will see a new line appearing above 
the Track List and Part Display, with four identical fields of parameters, for 
the four "Players? (PL1 10 PLA), You will also get a new column inthe 
‘Track list with the name ">I". 


You can direct each one of the "Players" (PL1 to PLA) to a Track, by 
ragging either the text PL1, PL2, PL3 or PLA wo any Track in the >i column 
as the picture below shows. "Player" 1 is automatically moved to the active 
‘Track when Multi Recording is activated. 


muLTI REcorD CHN SPLIT 


Inthe upper right comer af the sreen you can se the type of Spit you have chosen, 








‘A new line appears. This picture shows PL and PL2 and how to drags 
"Payer toa Track, 
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If you want to move a "Player", you can either drag it directly in the >| 
‘column from one Track to another, or drag it from the Multi Track parame- 


ter line again, just as the first ime, 


The players are intermediate “pointers” or “sub tracks” if you will. Say that 
‘you have decided that you want a Channel Split in the Record dialog box 
‘Now, incoming MIDI messages on different MIDI Channels are directed to 
different “Players”, For instance, messages coming in on MIDI Channel 1 
‘are directed to "Player" 1 and messages coming in on MIDI Channel 10 are 
directed to "Player" 2. By assigning "Players" | and 2 (o different Tracks 
(by déagging as explained above) you are now able to direct input on MIDI 
Channel 1 10 one Track, and input on MIDI Channel 10 to another Track 
This allows you to record on several Tracks at the same Lime, and separate 


the recordings with the help of the players. 


‘The “Players” have bit of a different identity depending on which type of 
Malti Recording you are using: 

Merge 

‘You select one “Player” at a time, by clicking on it on the Multi Recording 
Line above the Track List and Pant Display, or you can step through the 
"Players" using (#] on the computer keyboard. 


Recording happens on the Track that the "Player" is directed to at the 
‘moment. Its sont of like recording on one Track at atime, but Track 
selection is faster. Another advantage is that you can select Cycle Recording 
Mode and Auio Quantize individually for each "Player". 


Rcetiee 
45 done on up to four Tracks simultaneously. Each "Player" 
‘receives on specific MIDI Channels. ‘ a 


Player1; MIDI Channel 1, 5, and 13. 
Player2: MIDI Channel 2'6, 10 and 14, 
Ha MIDI Channel 3,7, 11 and 15. 








MIDI Channel 4, 8, 12.and 16. 
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Input Spit 


Recording 


~- iS done as usual, the only difference is that up to four Tracks are activated 
simultaneously and that you don't select a recording Track from the Track 
list. Recording ‘can be done with or without Cycle activated. All the rules for 
‘What is possible to do during regular recording apply, but the functions 
Always act on the selected "Player" only, 


‘You can not move the "Players" from one Track to another while 
recording, But, you can deactivate recording (but not necessarily 
Playback), then move the "Player", and lastly activate recording again, 


Cycled Recording Mode 


‘You can select Mix, Punch or Normal Cycled recording Mode for each 
player, by pulling down one ofthe pop-up menus in the field foreach 
“Player”. For more information about these modes, see page 10-4. 






MIR 
PUNCH 
NORMAL 
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Cycled Recording Functions 

‘These Functions are used both in normal Cycled Recording and in Multi 
Cycled Recording, but for some of them there are 3 few special things to 
‘tote in Multi Recording Mode, 


‘You find four pop-up menus with these functions on if you click on the 
symbol for cach Player (PL. to PLA) above the Part Display and Track list, 





To erase all notes played with a certain key, or keys, (F#3, AU or whatever), 
in the recording for one "Player", first press the keys lo be erased, Then 
Cither select this item from the menu or select the player with (#] on the 
‘computer keyboard and hold down [K]. 


Delete SubTrack 

This deletes the whole recording made for one of the "Players". Either select 
this function from one of the pop-up menus or select the player with (#] on 

the computer keyboard and press {B}. 


Delete Last Version 
I you jst made a mistake on the last lap for one "Player", Either select this 
function from one of the pop-up menus or select that Player with (#) and 
press press{V] on the computer keyboard. It doesn't matter if you didn't play 
‘anything for several las, the last lap that you recorded anything on is 


Quantize Last Version 
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Automatic Quantize 


You can selec * 

red, Chet fot each "Player" if you want it to be automatically Quant 

Tom set On the text AQ in the field for each "Player". For mote informa 
mn about Automatic Quantize, see page 12-4, 


Part Appearance 


This function allows you select what kind of information you w: 

displayed in the Part boxes. When you select this item fom pe: 
‘ren, you are able to choose between having the Par’ name displayed or io 
have an overview of the density of the events in them Events are shown as 
vertical lines within the Part rectangle. Select either option by clicking on it 


O_o 


‘A Pat with the Evens in it shown a vertical bar 


If you select i.Show Events; you can also decide what type(s) of events to 
display by clicking on them in the list on the lower half of the dialog box. 
Hidden events are inverted (white text on black). Special refers to the 
special events described in the Grid Edit chapter. 


This function has nothing to do with what is played back or any other 
function affecting your music. Itis only there for making the graphics 


n the screen as useful as possible. 


If you feel that you have problems, this option gives you a quick diagnosis, 
By selecting Pitch Bend, After Touch and so forth, you will be able to see 
‘hat has been recorded and not and if there isa (100) large amount of «.g. 
Controller data recorded at some point in the music. 


Parts muted with the Mute cross are always shown with names in them, 
‘One way to use this fact isto create a separate Track with "crass- 
‘muted’ empty Parts that give a hint about the Songs structure through 
their names (Verse 1, Chorus 1 etc). The rest of the Parts can then be 
shown with events in them, for a “cleaner” Part Display. 
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MIDI Definition 


‘This box is used for setting up Cubase's MIDI Filters, the Thru function and 
the real-time Continuous Controller Transformation. Most of these parame- 
{ers ae things that you probably will sot up once and save with your Setup, 

so that they suit your MIDI system. 


MIDI DEFINITION 

















FILTER 
RECORD THRU CONTROLLER) CHANNEL 
Sone presen pore Secsnme—f Al INoteortt 1 [23] 4 
ROLLER SORTROL LER OmniModott 5/6] 7/@ 
aerex Tous Preven Toot ff Foot Ctrl 19 [tals t|i2} 
Bo eerie Loco! Ctrl Wi3/i4)i5|i6) 








CONTROLLER MAP as lV MIO THRU 
ctrl 8 Blourpurs >| No 
Ctrl 6 
RESET MAP EHIT 





Record Filter 
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Click the mouse on the 
(black on whitey pees PES YOU Want/dont want recorded, Normal text 


) means that the data wi 
On black) that went tte data will get recorded, and invened (whine 


The Thru Filter allows you to selectivel 
f p 'y prevent certain types of MIDI data 
oe cehoed. Use the mouse tose the Thin Filter, jus as with he Recond 
iter, 


Control Filter 


You may also totally filter out four certain Continuous Controllers of your 
Choice, regardless of what MIDI Channels they are coming in on, The third 
‘square in the Filter section of the MIDI Definition dialog box is used or 
this, 


This is an input filter only. It only acts on the MIDI Input(s), not the 
Output(s). 


‘This means that it can be used to prevent some Conuollers from being 
recorded, but if it already has been recorded at some earlier point, this Filer 
is not the way to stop the Controller from being played back. For playback 
filters, see page 9-21. 


Four different Continuous Controllers can be filtered out. Use the left and 
right mouse bution to step through the possibilities in the four fields (the 
possible values are identical in each field). The values start with No Catz, 
which is the same as no filtering, and then step up from Controller 0 10 
PolyModeOn (Controller 127), 
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Channel Filter 


‘Your last option is to filter out all MIDI messages coming in on one or more 
specific MIDI Channels. 


Just as the Controller Filters, this is an input filter only. It only acts on 
the MIDI Input(s), not the Output(s), 


Click the mouse on the Channels you wanit/don't want recorded, Positive 
text (black on white) means that the data will get recorded, and inverted 
(white on black) that it won't. 


Controller Map 


‘This isa function that allows you to remap Controller numbers, which 
‘means wo change one Controller number into another. 


‘MIDI Defines a lot of things as Controllers, Modulation, Volume, Breath 
‘Control and so on, viaa ‘numbering system. Here's an example: Modulation 
isnumber 1, and Volume is number 7 for instance, Now Say that you have a 
‘MIDI rack module that reacts on MIDI Volume. You want to record some 
olume changes, but you don't have a specific device for it But, you do 
have & keyboard with a Modulation wheel, 


‘The Controller Map function allows ‘you change the Modulation wheel 
Contrller number (1) 19 Volume (7), 0 that the Modulation whect 
Tecorded and echoed as if it was MIDI Volume, 


Cath fanton, se the left and sight mouse bution wo display the 

roa tapped in the field “Controller. Once the right Contoller 
is shown, Mouse to map it to some other Controller, changing the 
value he Fld "Map to". you wan to resi all Cmte ce eae 
“Mansformation kes plac, jus click once on the Reset Map bance 

A 
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Running Status 


dard, cape Pein data compression meitiod that is pan of the MIDI stane 
called Running Stats. Older nits may nat be abe to handle thi oot 


under Running Status from your computer. Each time you select an nem 
Hee this local menu you turn Running Status On/Off (ck/no tick fo that 
tput, 


‘The normal setting is all items ticked (Running Status On). 


MIDI Thru 


This is the major MIDI Thu function. By tuming iton (ticked) or off (no. 
Lick) you decide if Cubase is to echo incoming MIDI data at al. 


This is explained in the "MIDI and Computers” Chapter, but here isa short 
version of the same explanation, 


Let's say that you use a MIDI master keyboard for recording, This has no 
built in ound caablies at ail. You connect it to MIDI In on the ST. Then 
you connect a rack synth module to the MIDI Out. Baierioe eee 
Wht i asain wil lee oc eres a 
‘so that all incoming MIDI data is immediately sent out again (echoed) vi 
the ST's MIDI Out, This is Thru On. 


to the piano’s MIDI In, sothat you can play back your 
the pao yu wi her every oe your plying, ect reel ak 
MIDI connections. So, jes roel wa a Ue TN 
decided to leave iton, each note would nares tie a ee 
sentout via MIDI to the computer, and there be sein. 
“This produces double notes, which might reduce 
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polyphony or just sound, like some sort of flanger or phasing effect or as 
fouder notes. 


‘The best solution to the whole Thrii problem is the .i.Local Off; func 
tion, which your recording keyboard may or may not have. This in 
effect turns your keyboard synth, sampler or similar into a separate 
keyboard and MIDI sound module by disconnecting the local communi- 
cation between the keyboard nnd the sounding part of the instrument, 
‘With the instrument in Local Off mode you sbould have Thru turned 
‘on in Cubase at all times. 














MIDIOUT [MraN 4) 











‘Local Off ets off the inieral communication bexween the keyboard and the 
sounding pars na eyth or other inrument, without lfecing MIDE 
commuicaion 


Thru Off Channel 


‘want the Thru function to be turned off, so that you don't get any double 


with arly of the rack modules you want Thru to be tumed on, so that you 
‘ear what you're playing with the right sound. Itisa bit tedious to switch 
‘Thru on everytime you are to record piano pant and this is where Thru 


‘By tuming Thr on, and setting the Thru Off Channel tothe sam MIDI 
‘Channel as your piano is receiving on, you will make he 
Ail MIDI Channels bu the one the plane recenen ate eS ena 
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other words, i 
iat ncoming MIDI data on the set Thru Off Channel, wil not 


In 
beechoed. Incomi 
On of course), ta all other MIDI Channels wil (if Thu i sew 
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Metronome 


Read about Precount and Preroll on page 6-4. 


This dialog box can be reached from the Options menu or by double clik- 
‘king on the Click button on the Transport bar. It is used for setting up 
‘everything that has to do with the click that acts as your metronome. This 
lick can come from the computers speaker, from your MIDI equipment, or 
both, The click follows the set time signature, with a special sound on each 
downbeat. A time signature of 6/8 will proce six clicks per bar, each on 
‘an eighth note, 


You activate the metronome with the Click bution on the Transport bar 
or by pressing {Con the computer keyboard. When recording without 

‘4 Preroll (see next page), you will hear the ..Click; during the Precount 
(countdown) regardless of if you have turned the Click on or not on the 

‘Transport Bar. If you want a silent Precount, you will have to turn both 
‘the Beep and the MIDI Click off in the Metronome dialog box. 


Beep 


This allows you totum the beep from the computer's speaker on and off, 
(use the mouse to click in the Beep field) and to set the sound. 


‘High Frequency isthe frequency on the downbeat of every bar, and Low 
Freq is the frequency ofall other beeps. Use the left and right mouse button 


MIDI Click 


‘The metronome can also be sent out as MIDI note commands to 
"liable sound ikea tas drum ora sidesicksampis ten aca chine 
r. Ura fineton on ck) o off (no ck) by clicking in the 


- 
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‘The High parameters (Note and Vel) are used ns the note ‘number and 
‘elocity values forthe click on the downbeat ofeach bar, anf the tose fields 
an be used to set the same values forall other clicks 

You can also seta MIDI Channel and an Output forthe MIDI Ck, or 
irecly select an instrument, just as inthe Part Info boxes 


Precount 


By clicking in the Precount field you can tum the countdown used when 
‘eeording On (ick) or Off (no tick). When this is set to Off, recording will 
begin as soon as you click on the Record bution ot press (+) on the computer 
‘keyboard, 


By setting the Bars value you can decide how long you want the recording 
Precount to be. 


By setting the Nominator and Denominator values you can decide in what 
‘ime signature and how often you will hear the clicks during the Precount 
By setting the Denominator to Master, the Precount follows the current time 
signature on the Master Track. 


Preroll 


en Prevoll is set to On, instead of having a normal Precount (where you 
hs record if you wish) Cubase “rolls back” a number of bars when you 
activate recording, The number of bars is st in the "Bars" field above and is 
the same as with the Precount, No recording takes place during the Proll, 
butafter this Cubase automatically punches in. 


Prerecord 
‘This is used to tum the “recording during Precount” function on and off, 
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Synchronization 


‘This dialog box is used for setting up everything that has to do with Cuba- 
se's sync to other units, You reach it from the Options menu, or by double 
clicking on the Sync button on the Transport bar. Once you have the settings 
in the dialog box right, you activate Sync as such by clicking once the Sync 
bution on the Transport bar or by pressing [XJ on the computer keyboard. 
‘When Sync is activated, Cubase will automatically start when it receives 
‘Proper sync. 

‘Syncing in itself is divided into two parts: 

+ SMPTE Sync. Cubase (or actually M-ROS) uses time code as an 
absolute reference for everything it does. This time code can come 
from a number of sources, from an intemal generator, via MIDI as 
MTC (MIDI Time Code) or via a device such as the SMP-24, 
‘TimeLock or MIDEX+. 


+ Tempo Sync. This governs Cubase’s tempo. The Sync can come from 
an intemal source, which means the tempo set on the Transport bar or 
the Master Track, it can come via MIDI‘as MIDI Clock, or it can 
come via a function called Human Sync, 


‘These two types combined in a few ways: 


SMPTE internal and tempo internal, 

Tis “noma” made no syn wo any exeral source. Tis mae also uses 
internal tempo seiting(s), either on the Transport Bar (Master OI 

the Master Track (Master On). a 


‘SMPTE internal and tempo via Human Sync 
“This allows you to tap the tempo without being synced to any external 











Tempo MIDI Clock 


Myou have the 
tempo coming inv 
‘matter what kind of SMPTE sync chemub bees Clocks relly doesn 
internal or external, 


Tf you are usin, 
ig Several M*ROS 
one nih ee ea neg 


Chases to the correct Position, 


ve Syncing to time code, and utilizing internal tempo, playback 
onenaically when the program reeives ime coe (ee below). 
. icing to MIDI Clock, Cul starts 
receives a Start or Continue sien! me 


If mo syne signal is coming in, you can acti 
‘Sync enabled and an external tine poisons a an 


‘You have two pop-up menus for each ofthe main 

W types of sync SMPTE and 
‘Tempo. Beside these sync menus you have menus for selecting where the 
sync is coming from, 


SMPTE 


Internal 
In this mode you use M-ROS' internal time code. You are not synced to any 


external device. With the menu to the left you can select if you want to use 


the time code generated in the Atari, or some time code coming invia 


'MeROS (from another computer). 
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mrc 
‘MIDI Time code is regular time code in @ special formal that allows it to be 
‘ent in a MIDI-cable. This may come in to Cubase from the Atari's MIDI 
Por, via M°ROS, or from a connected Device: 


Devices 
‘A number of connected Devices may send regular SMPTE time code 10 
Cubase, Examples of such Devices are the Steinberg Smp-24, TimeLock 
and MIDEX+, and C-Lab Unitor, If you have the right sofware (driver) for 
an output it will be found in the lis. 


Tempo 


Internal 
‘The tempi on the Master Track if this is activated or the tempo set on the 
‘Transport bar if it is not. 


Human Sync 

‘This mode allows you to tap notes that are used to set the tempo. Human: 
Sync has its own dialog bor, reached from the Options menu, and is expla 
‘ed in full on page 16-24, 


MIDI Clock 

pais i 276 to incoming MIDI Clock, Star, Stop, Continue and Song 
Position Poimer messages. This ofcourse overrides any tempo settings 
‘ade in Cubase. You can select via which inpot this is coming, by using the 
‘Pop-up menu tothe right 


‘Send MTC and MIDI Clock 
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Song Start 


‘This value is set usin 
a i the left and right mouse bution as usual. The values 
second lo atime code seting of: hourszminutesseconds ramea: sublra- 


ast the relative staring points between for example, matenal recorded ‘on 
'n audio tape recorder and Cubase, 


Display Offset 


Cubase normally displays the beginning ofthe Song (1.0 in barsfbeate 
ticks) as time code 0:0:0:0:0 regardless of how you have set the Song Stan. 
value, But, by adjusting Display Offset you can make Cubase display time 
code with any offset. The values you set here will be used as a SMPTE time 
{or position 1.1.0, the beginning of the Song. This means tha if you set this 
Parameter tothe same value as Song Star, all SMPTE displays in Cubase 
will show the same values as the actual incoming time code. Note that this 
Parameter can also be set to negative values. 


Frames 


‘This is used 10 set the format of the time code. The Options are 24, 25, 30. 
and 30DF (29,97) frames per second. This field might be changed autommati~ 
cally if'a sync device senses some other incoming time code format 


Write SMPTE 


i selected time code 
‘This button starts the output of SMPTE time code via the: 
fee (SMP-24, MIDEX+, Time Lock, Fostex MTC-1 tehepeer 
"Time code is written starting atthe set SMPTE Offset Time and wit 
frame rate selected in the lower left corner of the dialog box, 
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Convert 24 Song 


songs created "PRO-24", and 
in Steint 'S sequencer program "PRO-24", an 
we Leap Cubase, they do: eres directly to tapes created 
With PRO-24°and Stcioberg SMP-24 or TineLock. In ordr i achieve 
perfect yc you have to conver their tempi (Uke Master Tack) to "Cubase 
format”. 
When the "Convert 24 Song” button, another dislog bax 
tee, et ‘can select two Of the Smp-24's modes, sre 0 (TimeL.ock) 
‘or src 2 (SBX-80), Select either one and click "Do It’. All wempi on the 
‘Master Track arc automatically changed, so that the Song synes perfectly to 
the “old” tapes, 


Get SMP-24 Song 


sing Cubase you generally do not need the SMP-24 song as Cubase 
el Sa ee oe ale added 
for those users who want to use the SMP’s post-production features. If eg, 
{YoU have tapped in a song on the SMP or use a PRO-24 song that was 
Synchronized via lick-tack or MIDI clock/MIDI notes and want to use that 
‘Ong structure then you can use tis function wo load it. The song data will 
replace data on the current Mastertrack. 


For information about the SMP-24's post-production features please refer to 
its manual, 


Exit 
Tene finshed wih he seings, cick on this bution or press. 





i with your sequencer live, controlling the tempo with your 


playing. 
{Manually synchronize t ol tapes, perhaps for feproduction, 

Automatically syne to existing musi by converting an audio click to 
MIDI notes in some way, and use this input information to the 
Human Syne function 


* Play slow when recording dificult passages and fast during the easy 
‘nes, and more... 


Human Sync isa genuinely musical feature, and as all such requires 
Some Practice. Don't stat right off with sixteenth notes for input. But 
On the other hand, donot stop at setting up Human Syne for quarter 
note "tapping" for all times, Different tasks need different settings in 
the dialog box, and the more notes you allow Human Syue to recognize, 
the better it works (but the more it demands of your playing 


When you ty Human Sync for the fist ime, try wo play along wa thythmi- 
cally simple Song. Ifyou start wpping the keyboard in Stop mode, the fis 
four taps are taken as a count-in, and Cubase wil star afer that Make sure 
the Master Track is turned off, 
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“lect Human Syne, from the Options menu, a dialog box 











The upper half displays a graphic representation of one ‘quarter note. This is 
sed to tell Cubase something about what to expect ofthe incoming notes, 
‘The grey areas are the pans within the quarter note where incoming MIDI 
sean’ Should be recognized, and the white pars ae the areas where they 
should be ignored, 


You can click and drag with the left mouse buon w seta new grey area or 
to expand or shrink an existing one. The sides of each arca has a thicker 
black line. You can also lick withthe right mouse buton to completely 
erase an area, 


First of all you must tell Cubase something about the frequency of the 
incoming MIDI notes, if it will be quarter notes only, eighth notes triplets or 
‘whatever, This is done by making up grey areas around the valid notes, 


‘The leftmost section in the graphic is actually ony for notes exactly on and 
after the quarter, and the area to the right of the last sixteenth fs for wliat 


happens before the same quarter note, Since the whole window cnt dao 
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‘one quanet note, it sort of wraps around at the end, If input appears at the 
beginning of the quarter, this leads wo a slow-down and vice versa. A note 
‘symbol in cach area helps you to sce what note value it belongs to, 


The sizes ofthe grey areas around the notes are used to filter out invalid 
‘oles (when syncing to composite material). The larger the areas, the more 
drastic changes are allowed, but this also makes the program sensitive 10 
‘erratic “taps”. The smaller the area, the more correct Cubase will handle 
notes outside the intended range, but then it is also more confused about 
large tempo changes, Experiment! 


The lower half shows a few parameters that can be s2¢ using the mouse 
buttons as usual, 


Max Increase and Max Decrease 
‘Thisis the maximum tempo increase/decrease allowed, shown in BPM 
(beats per minute), IF you don’t have drastic tempo changes, ty to set these 
both as low as possible, If you, after trying the settings out, don't feel that 
Cubase “reacts” enough, increase the range. 


Max and Min Tempo 
‘These are the Maximum and Minimum tempi allowed, also shown in BPM. 
Remember that you may have to allow prety high/low tempo settings 
momentarily, to “caich up’, while tapping to existing music. 


Offset 

{This is aseting (in BPM) which causes the wmpo to actually be slower 
{negative values) or faster (positive values) than : 
eo ately lues) than the tempo you tap. | has 


‘Smooth 
Hyou set Smooth to 
Tea a et te Cubase uses an average ofthe lst tempo and the 
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Syncing to existing music on tape 


Delete any range in the middle of 
the Human ic that has 
an eight or sixteenth note symbol in it Nie 
up tWo quarter note areas as the picture below shows, 


























* Set the tempo parameters to some appropriate values (you may have 
to change these after a couple of ties). 

bh? ‘Set Offset to 1 and Smooth to No. 

+ Exit the Dialog box. 

* Open the Synchronization dialog box on the Options menu and set 
SMPTE syne to your SMPTE device (SMP-24, TimeLock..) and 
‘Tempo syne to Human Clock. Exit this menu also, 

* Activate Sync on the Transport Bar. 

- ‘See to that the Master Track is empty and that Master is turned Off 
‘on the Transport bar. 

+ Activate Tempo recording on the Options menu, 

+ Just for safety, select an empty Track (so that nothing is deleted by 
accident), 

+ Go into record mode and start the tape. Check that Cubase is revel 

ving time code. 

Set up the SMPTE Offset and the initial tempo on the Master Track 

+30 that Cubase starts atthe right point and in the ight Tempo. 

When the music starts, tap quarter notes on the keyboard. 

‘Tap the whole Song. All the tapped tempi are now recorded on the 


Master Track. 
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+ Open the Synchronization dialog box on the Options menu and set 


tempo sync to Internal. 
+ Switch Master to On on the Transport bar. 
* Rewind the tape and play back the music and Cubase syncs to the 


‘music on tape. 


Remote Control 


‘This dialog box lets you set up and “enable” vie Remote Control function. 
Remote Control is used to activate functions in the program like Start and 
‘Stop via MIDI, from a synth keyboard or simifar. 


‘You decide which key on your keyboard you want a certain function 1 
‘correspond to, Let's say that you set Play to be activated by DS. You also 
hhave to decide on a special "Remote Key", for example C5, To activate play 
from the MIDI keyboard, first hold down the "Remote key’ (CS in our 
example) and then press the Play key (D5) once, To select another function, 
Just press the relevant key. You don't have wo release the "Remote Key" in 
between, 


When Remote is enabled, the "Remote Key" can't be used to record 
music. 


First ofall, to Enable/Disable Remote Control, click in the field at the top of 
the dialog box or press [Y] on the computer keyboard (this works even if the 
‘dialog box isn't visible), 


Use the left and right mouse bution to de/increase the value incach field in 
Srsgeet P-For a sesrpon ofeach function, look them up in the Index 


Make sure that one key is not used for more than ‘one function, If two 
Terr eed forthe same ae then only the first function (in the 
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‘Turn Remote Off when using the MIDI Processor since it can acciden- 
‘ally create some Remote-key combinations. 


If youre not familiar with ths type of device, set the parameters on the 
tower lin asin the picture below, where the Chn (Output MIDI Channel) 
‘number can be any MIDI Channel that you know produces some sound. 
Now play the keyboard and mess around with the sliders. For coarse value. 
changes, drag the “handles”. For step by step changes, click above or below 
‘each “handle”. When you are ready, promise to come back and read the 
‘detailed explanation; there is lot of power to be unleashed here. 





‘This setting makes the MIDi Processor Output on MIDI Channel 1. The 
{instrument name is not saportan, 


‘The Ins and Outs 
‘The MIDI Processor takes MIDI data coming in from somewhere, and 
{enerates new data according to the settings of the sliders. Input can come 
from any .i.Input; (including the ST's regular MIDI In), You select this with 
the Input parameter atthe lower half of the dialog box. The MeROS value 
needs a special explanation. 


MsROS is the invisibte MIDI cable that runs inside and between all M-ROS 
programs. As you know, one or more Tracks can be set to output to M'ROS. 
This allows you to route MIDI data from one or more Tracks tothe input of 
the MIDI Processor. Alltematively, MeROS data can come from another 
‘program running on the same or another computer, 


So, to patch data from existing music on a Track to the MIDI Processor, set 
Peery to M*ROS and select M'ROS as Input for the MIDI 


Processor. 
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1 for the MIDI Processor. Often this will be any 
grt pajaotOupesthe egar MIDI On ofthe ST. But you can 
‘select MoROS here also, thereby outputting data to some other program or, 
to the recording input of Cubase! 


i i c should 
the Record dialog box, you can select where input for recording s 
me from. eae this to MeROS, and have the MIDI Processor's output 
«also set to M°ROS, you will be able to record the output from the MIDI 
Processor on a Track. 


You can also set which MIDI Channel the dat should be coming out on 
{Gincluding "No", see page 9-4) with the CHN parameter. And, Output and 
‘Channel can be set directly by selecting an Instrument. 





‘The On and OfF 
‘You tum the MIDI Processor On and Off by clicking on the Status button, 


‘The MIDI Processor can be On even if the dialog box is closed. 


The Sliders 

‘You set the values for each slider by dragging the “handle” that shows the 
‘alu or by clicking above or below each handle, Holding down the mouse 
‘button makes the value change continuously. The changes take effect. 
‘immediately and you can use this to "play" the MIDI Processor (and maybe 
“fecord your playing). 


‘rapeat i te Sel ps how many echoes you ‘want from each inco- 
note. 


‘elps you set these values (the center of the handle should 


crear eran sn symbols 
be alig 10 the line). Each unit on the slider corresponds to four ticks, 






Tepeated notes to the closest set value (1 unit =4 ticks) 
the slider apply here also, J 
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MP. Units No of ticks Nowe Value 
8) 194 The Gaanerane 

4 96 One eighth note 

16 64 Onoceighth note triplet 

12 48 One sizteemth note 

8 32 One sixteenth note triplet 

§ 24 One thiny-second note 
$16 One thiny-second note triplet 
312 One sixty-fourth nove 


Echo Dec allows you to add or subwact a numberof ticks from the echo 
Yalue foreach repeat. Mis leads to echoes that arrive more ‘and more (or less 
‘nd less) often, like the sound of a bouncing ball 


Vel Dec allows you to add or subtract to the velocity values for each repeat 
5 thatthe echo fades away or goes up in volume, Male sure your souta (or 
‘Sound source) is velocity sensitive. 


Note Dec allows you to constrict arpeggios and harmonies by subuscting or 
adding some figure to the note value for cach repeat, 


‘When you are ready, close the dialog box by clicking Exit or by pressing 


FRetum] on the computer keyboard, This does not tum off the MIDI Proces- 
or, it just hides the dialog bor. 


Phrase Synth 
‘This brings up the Interactive Phrase Synthesizer (IPS) window, described 
in full in Chapter 22c, 

Reset Devices 

‘This command performs a Reset on Stop, plus that it resets all M-ROS- 


Devices like the SMP-24 and Time Lock. Should you encounter any 
bblems with communication via the Devices, try this command. 
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) Edit Windows in 
General 




















Edit Windows in General 


Cate sand other 
windows devoted to editing and input of notes an 
MIDI ea Nimosn them from the Edit menu or directly from the compu 


fer keyboard. They are: 


Grid Edit ; , 
This is divided ino wo parts: A list of all events and a graphic display 


theside this that shows each event as a horizontal bar. Events can be manipu- 
lated numerically in thelist, or graphically in the grid. Grid Edit is reached 
from the computer keyboard by pressing [Control -(G}, 





Drum Edit 
This page is perfect for making up drum and percussion pairs. 1 allows you 
to handle your drum sounds by name rather than by MIDI note number. 1 
has very special feature tha allows you to redirect drum parts io new note 
‘hombers, MIDI Channels and Outputs after recording. Music is displayed 
‘graphically in a grid with each drum hit shown as @ rhomb, Non-note 
{information can alsa be entered and edited in a special display below the 
‘grid. Drum Edit is reached from the computer keyboard by pressing [Con- 
wol}-{D]. 


Key Fait 
‘This one is more tke a piano roll display, and is primarily intended for non- 
‘Percussion pars, Ithas a vertical piano keyboard at the left end of the 
‘Window so that notes easily can be identified by their vertical position, This 
‘ne also has the possibility 10 handle non-note information below the grid. 
‘Key Eat is reached from the computer keyboard by pressing {Control)-[E}. 


Score Edit 
‘his window shows your muse (notes) in regular notation, I allows you to 
SRSA and easily got. overview and wo edit your music ina way tat you 
{Connor nag tis eaced fom the computer keyboard by pressing 

. 


“There is a fifth editor called ical Edit, But this differs i 
ities win ctcrer eee ut from the others in 
‘Lopical Edit is described ints own chapter, 


‘and logical criteria, 
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Selecting one or several Editors 


IT there are no Parts onthe section of the Track you want to edit, and 
2oW for example want to record or input some music directly into the 
Fait window, you must frst create a Part by double, licking in 

Tae area between the Locators inthe Arrange window or by using 
the Create Part command on the Structure menu, 


Key Edit can be used to Edit several Pans on different Tracks, simultane- 
usly. There are no restrictions, Just select the Parts you want to edit. Ifna 
Paris are selected, all Parts on the Active Track will be edited, 


Score Edit also allows you to edit several Pans atthe same time. If Pans on 
different Tracks are selected, each Part is shown on a different note system, 
Ino Parts are selected, all Pars on the Active Track will be edited. 


Grid Edit allows you to Edit one Part or one whole Track at the same time 
(if only a Track and no Pan is selected). 


Drum Bait can be used to edit several Pars, even on different Tracks, atthe 
same time, just as Key Edit. Select the Parts you want o edit. With no Parts 
selected, all Parts on the Active Track are edited, 


Normally you will want to use one Editor a time, So if you for example 
have Key Edit up on the screen and open Grid Edit, Key Edit will disappear 
and be replaced by Grid Edit. 

But, if you hold down {Alternate} on the computer keyboard when 
‘opening a second (or third, or fourth) Editor, the other(s) are not 

closed, they remain behind the topmost and can be selected and resided — 


fas usual. ~~ 
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1 its very useful 





‘Check out the Tike Editors command on the Window me 
when ick ‘with several editors simultaneously. Especially in combina- 


ton with the Full button on the windows’ tide bars. 


i eet othe 
in also switch back to the Arrange window and se) 
Metiy ‘and open the same type of Editor (or another type) for these by 


‘using the [Alternate) key. Your only restriction is that only seven 
‘windows can be open simultaneously. 


Window Handling 


Edit windows can be opened, selected, closed, moved, resized, scrolled and 
$0.00 while you are recording and during playback. You can also do the 
actual editing at any time, even during recording. 


‘The windows and their scroll bars work as usual, and you may magnify all 
‘editors except Score Edit. You may also choose to make the Edit windows 
‘Scroll automatically when the music is running by turning the "Follow 
‘Song’ function on or off on the Options menu, 


Keep and Cancel 
Everything you do in an Edit window can be kept or cancelled (undone), 


‘There are two buttons on the left side of the Edit windows’ menu bars called 
just that, Keep and Cancel, 





Ifyou click Keep, everything will be kept as it is at this point, and the Editor 
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you click Cancet, the P 
‘ance, the Pans) are restored tc) 
YOU opted the Eat inn) a Fsiored to the state they were in before 


Ifyou enter the Edit window wi ny Hocely the 
7 indow white recordi li 
ze ievise 'ecording, and then click Cancel, the 


Editing done on a Ghost Part or a Real Pan with Ghosts won't show up in 


‘The Title Bars 


‘The window tl foreach editor shows some text that gives you a hint about 
oa 's edited (the name of the Part) and the start and end points for the 
ted section, 


PY track 2 | 


Recording, Playback and the Transport Bar 


All recording, playback and other Transport Bar functions may be used as 
usual, You may very well record your music direcly in an Edit window, just 
observe the distinctions mentioned under Keep and Cancel above. If you 
‘record past the end of the Part itis extended to the length of the recording. 


Communication between Edit Windows 


‘The Edit windows communicate, so that any changes made in one Edit 
window is immediately reflected in the others. This makes it easy to switch 
between Editors and use different ones for different things. You will proba: 
bly establish a working method where you use each editor for specific tasks. 
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Edit Windows inGeneral 


‘So, the-editing in itself is updated directly in all Edit windows, and so is 
‘selection (what events are selected). The i. Loop; settings are also communi- 
cated between the editors, Other settings remain independent for each one. 


Similarities and Differences 

Even though the Edit windows all look pretty different, they have similar 
behaviors. On the top line of each you will find a number of functions, pop- 
‘up menus, value boxes and display boxes that work similarly or identically 
in all Edit windows, 


you learn one Editor you will easy be able to master the others if you 
‘Just understand the principle for each one. This manual is written so that 
‘You are able to start with any, and use the Chapters about the others as a 
reference text when you run into problems, But, if you take the time to read 
‘the whole text you wil probably learn one or two useful tricks, even if itis 
‘tedious to read similar explanations several times. 









. = Edit Windows in General 


* Step edit and input via MIDI also work along the same lines 
‘wherever you are, Olbserve that MIDI input is alo used to set up the 
‘map in Drum Eat. 
‘The Toolbox is very much alike in Key and Drum Edit tt isa bit 
{different in Grid although it uses the same principles. Score uses its 
‘own Toolbox. 

* —_Non-note editing is similar in Key and Drum Eat, and different in 
Grid Edit Score Edit doesn't have non-note editing. 


Remember that Key, Drum and Score Edit can be used to edit any com- 
bination of Parts from different Tracks should you so wish, and that 
Grid Edit can only be used for one single part on a Track or all Parts on 
‘one Track. 


Ed Solo 


This function is reached from a button on the Transport bar. If itis activated, 
then only the edited Pat(s) will be played back from the Edit windows. If 
Ed Solo is turned off, all unmuted Parts will be played back, even from the 


Edit windows. 





Edit Windows in General 
Cutting, Copying and Pasting Events 


‘You can also uso the standard ST commands, Cut, Copy and Paste to 
Tearrange-notes and other events. These also have the keyboard! equivalents 


[Control}-[X}, [Control}-{C}, and (Controt}-{V} respectively 


Cutting, Copying and Pasting is the way to move events from one Part 
fo another. There is only one Clipboard for events, and it is shared 
between all the Edit windows, so that notes and other events can be 
‘moved from one Part to the next. 


Cut 
‘This command takes the selected events and removes them fron the Eiit 


Window they were in, and puts them in a temporary, non-visible location 


Only one “cutting” (or "copying" see below) at a time can be stored on 
the Clipboard. 


Copy 
Gris command kes copies ofthe selcted events and puts them on the 


Clipboard. 


Ang Aen, only one "copying" or “cutting” at atime can be stored on 
{he Clipboard. There is only one Ctipboard, shared by Cut and Copy. 


Paste 
a command pus he evens onthe Clipboard back ino the se i 
ti mn lected edit 
|_S¥indow, which might be the some wi 

"eran These ee Window they were CuuCoped ron, 





__Edit Windows in Generat 


ja ci Cu and Copy from several Pars a he same time (active 
edit eet) but you always Paste into the active Pan. (sce each 
{editor for an explanation ofthis term). 


* _Youcan Paste the same contents from the Clipboard as many umes 


8 You like. Dat is copied from the Clipboard, not moved from ie 


Undo 
The command [Undo] on the compute keyboard) allows You to directly 
tno a numberof things inthe Edit windows, Here's lis of what xn be 
‘undone without leaving an editor: 


Move 
Duplicate 

Cat 

Copy 

Paste 

Delete 

Keep 

Everything on the pop-up Functions menu 
Everything on the main Functions menu 
The last Too! action 


Don't forget that everything done since you entered the Edit window 
can be undone by Cancelling all changes (click Cancel on the title bar). 
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yOu press [Clr Home] on the computer keyboard, the Song Position is 
instantly moved to the Jeft side of the window. 


‘And again, editing can be done during playback, or eyen while recording. 


The Key Edit Window's Parts 


(On the top of this window you find the Functions Bar that is similar in all 
Editors. Below this you may find the Info Line, if Info-On is active (see 


page 18-7), 


‘The central part is of course the grid with the notes, and below this you 
again may see the Controller Display which shows all use of Velocity, 
Controllers, Pitch Bend and so on, graphically. To the left you have a 
keyboard showing incoming notes graphically. It also proshices notes 
corresponding to the keys if you click on it. And as always, the Transport 
Bar can be seen below the entire window, 
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Mouse, Quantize and Snap 


You set the Quantize value for Key Edit by pulling down a pop-up menu in 
the Quant bos, just as in the Arrange window. The grid lines change to show 
the Quantize value graphically, directly in the grid. 


‘There isa mouse box on the Function Bar showing the poiner’s postion 
Similar tothe one inthe Arrange window. it nommally displays peri 
bars/beatsficks, but if you click on it, changes to show these ip 
limes (hours/minutes/seconds/trames...) instead, When you use the 
option, the Position values onthe Info line and forthe Loop start and end 


are also displayed in this format. Click again o return to normal position 
indication. 









There is also.a Snap function. You can set itt 3 number of valyes: 


No Snap 
2pp Snap is done to the closest two ticks. 
39 Snap is done to the closest three ticks. 
op 


‘Snap ‘is done to the closest seven ticks, 
GAT Snaps done othe closest sixty-four noe tripe 
64 Snap is done to the closest sixty fourth note. 
(64 Shap is done to the closest dotid sxty-fourth note. 
32T Snap is done to the closes thiy-second note triplet 


41, Shap is done to the closest dod whole note 


{aulat Quaniizing operations, but also for determin ing lengths. 
tiednng ste 0 lis Shp Quote es oe 











The notes on the Grid 


MIDI input, as when you play your keyboard, is always directed to the 
any ae. This s important when you record, use Step Input or make 
you can direct your input 





To activate a Par, click on any note that befongs wo that Pan, You 
can also use the NexyPrevious Part commands on the Goto menu, 
which is convenient ifthe Pan is empty 








Selecting Notes 


‘There are several ways to select notes, similar to the way you select Pars in 
the Arrange window: 
To select one noie, click on it. Selected notes are inverted. 


To select more notes hold down the (Shift key and cick on the 
‘oles you want io select. You deselect notes individually by clicking 


‘on them again (but don't let go ofthe [Shift] key until you're 
finished). 
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To select several adjacent notes at the same time you can enclose 
them in-a rectangle by holding down the mouse button in some free 
(white) area in the note Display. Drag the mouse to create a rectangle 
big enough to “touch’ all the notes you want to select. You don't 
hhave to perfectly enclose all the notes. its OK if the rectangle just 
‘covers some section of each one. Release the mouse button, and the 
notes are selected. 

‘To deselect all notes, click on some free space in the note Display. 
‘You can select all notes (in fact all events, not just notes) by using 
the Seloct Alll command on the Edit menu or by pressing Control} 
1A] on the computer keyboard, 

+ You.can also use the {@] and [+] keys on the computer keyboard to, 
step through the notes inthe active Part (first select a note). If you 
‘combine this with holding down the (Shift) key you can setect 
Several notes from the keyboard. 


‘You can select notes from active and inactive Parts at the same time, 
‘and also perform any type of editing on them (like moving, copying and 
$000) at the same time, 


Moving Around and the Goto Menu 


‘You may of course use the scroll bars fo change your view in the window. 
But you can also move directly by using the pop-up Goto menu on the 
Function Bar. These commands scroll the window, both horizontally and 
‘vertically to some Position, as explained below. 


‘The Goto commands don't affect selection in any way, They onl; 
the contents ofthe window as ifthe seroll bars where used als 
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First Selected 
‘Takes you o the first (earliest ofall the soteced event, 


Next Selected 
‘Takes you to the second of all the selected events 


Last Selected 
‘Takes you to the last Of the selected events. 


Prev Selected 
‘Takes you to the last but one of all the selected events, 


Next Part 


Takes you to the beginning of the next Part, This mis rertical 
ight just lead to, 
scroll there are several Parts beginning atthe same Positin, 


Prev Part 
Takes you to the beginning ofthe previous Part. This might also just lead to 
8 Vertical scroll if there are several Parts beginning at the same Position. 


The Info Line 


[is possible to numerically change the values for one selected note, This is 
done on the Info Line, You can hide/show the Info Line by clicking on the 
Info On button on the Functions Bar or by pressing (Alternate]-(I) on the 
‘computer keyboard. 


[me CS LC a 
Ino note, o several notes are selected, then the Info Line shows "—=—— 
forall values, 








‘You can use the left and right mouse bution to change the Values forthe 
selected note. The parameters are Position (click on any ofthe three nurme~ 
rals as usual), Length, Pitch, Note On Velocity (Velo-On), Note Off Veloci= 
ty (Velo Off) and MIDI Channel (Cho). Any Changes you do are shown 


graphically. 









Key Edit _ = < 


‘The two velocity parameters might need an explanation. Note On Velocity 
isthe speed, or force, with which you press the key, and Note Off Velocity 
isthe speed with which you release it, Not all keyboards are capable of 
sending out one or the other, but most can send at least the Note On type. 
And, notall instruments react 0 both types either. Check the relevant 
instrument's Operation Manual, 


‘The MIDI Channel value is the original Channel number stored with the 
note. For this value to have any effect you must set the Track (or the Pan) to, 
‘MIDI Channel “No”. See page 9-4 for more info. 





Moving Notes 
By Dragging 


‘You may graphically move the selected Notes, Just press and hold the left 
‘Mouse button with the arrow pointer over one of the selected notes and 
move the mouse. If you reach any of the sides of the window, it automatical- 
ly scrolls. When you release the mouse button, the whole block of notes are 
‘moved to the new position. The Snap function acts so that the frst not is 
Positioned onthe closest value, This works as a sort of "move quantize.” 


‘The mouse box shows you where that first note will wind 

up when you 
release the bution, and the box. beside it shows you how many semitones up 
‘or down all the notes will be transposed, 












) | change the note’s length. 





ee 


Duplicating Notes 


‘You duplicate notes by holding down the [Alternate] key while draggir 
y while dagen 
Everything else is as when moving. 4 


Creating New Notes 


‘You can paint new notes into the active Part using one of the tools in the 


B)) Toolbox. Hold down the right mouse button to bring up the Toolbox. Select. 


the Pencil or the Paint Brush, Move the pointer to the position where you 
‘want to input a note. 


If you use the pencil, a new note is input atthe closest Snap Position. If you 
{ust click the mouse button once, the note gets a length set withthe Quantize 
value. If you drag horizontally before you release the mouse button, you can 
change the length of the note. The Snap value works as a length Quantize. 
‘That is, the length will be an even multiple of the Snap value, 








It you Keep dagging fe pressing the mouse bition you 







I.yon use the Paint Brush, you can move the pointer and "paint in 
notes by dragging, Normally, movement i restricted to 
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ragging (all notes will have the same pitch), but if you hold 
real ei on cious tatoart you will be able to move freely, 
“The new notes are created ata spacing corresponding to the Snap value, and 
they all get the length of the Quantize value. 




















Painting notes wih [Altornat} pressed, 


‘You can also give the notes one of four velocity values by holding down 
keys.on the computer keyboard while drawing and painting in notes. 


Nokey Level 1 
(Shift) 


‘The Note-Off velocity will always be 64 and the MIDI Channel will be that 
of the Part or Track. 


‘Wiien you are finished, press and let go ofthe right mouse bution once, to 
‘bring back the arrow pointer. Or, select another tool from the Toolbox. 


‘the In button is activated on the Functions Bar when you use the Pen 
‘or Brush, then all notes in the Part will be moved one Snap forward 
you Input new notes, just as with Step editing, See page 18-18, 


b create new notes using the pop-up Functions menu, see 








.) 
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Changing the Length of a Note 


‘ou can change the length of an existing note using the Pencil ion. Hold 
«down the right mouse buon wo bring up the Toolbox. Select the Pencil, 


Position the pointer over the note you want o change, and drag wo the left 
(shorten) or to the right (lengthen). An outine of the note shows the size 
‘hile you are dragging, The Snap function helps you to resrict your 
‘changes to some even note value. 


‘might be hard to determine if you have the pointer over the note or 
‘ot. To avoid painting in new notes, hold down (Alternate] on the 
Computer keyboard. This restricts the use of the pencil to length 
changes only. Also, remember that itis the tip of the pencil you are 
pointing with, and that you don't have to find the exact end of the note. 
Positioning the pointer over any part of it is OK. 


‘When you are finished, press and let go of the right mouse button once, to 
bring back the arrow pointer. Or, select another tool from the Toolbax. 


Deleting Notes 
‘There are several ways to get rid of unwanted notes. 


+ Select them and press (Backspace) on the computer keyboard. 

+ Select them and press (Delete) on the computer keyboard. 

+ Select them and use Delete Events on the Edit menu, \ 

+ Hold down the right mouse button to bring up the Toolbox. Select 
the Eraser, With the eft mouse button, click on the notes you want {0 
eradicate. When you ae finished, press and et oof the riht mouse 
button once, to bring back the arrow pointer: Or, select another tool 
from the Toolbox. 


‘You cam also conditionally delete notes using the Functions meni see 
page 18-16. 








KeyEdit 
Monitoring notes 


rcourse, you can have playback running white you are editing. And, you 
as also use th ev fnction in the Edit windows. But there are two more 


‘ways to listen to your music in Key Edit. 


‘The Magnifying Glass . 
Hold down re ate ‘Mouse button and select the Magnifying Glass. When 


‘you click on a note with the left mouse butwn, using this tool, the event is 
‘played back. You can also hold the mouse bution and drag the Magnifying 


Glass around over the notes. 


Sa 


The Ear 
‘When you click on the Ear symbol on the Functions bar, notes will be output 

‘when you click on them and when you create them using the 
Peneil or Paint brush. 


‘Chord display 

As you have probably seen by now, the keyboard display at the left side of 

the Key Euit window shows what keys are pressed at the moment. But the 

{little box on the Functions Bar, beside the Mouse Position box, also show's 

‘Panam: bah thé ones you are playing, and the oes played back from the 
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The Loop 


in the Edit windows, you can use the Cycle just as you are wied to. But you 

Eurialso setup a local Loop, which is a sort of mini-cyele forthe Pars i the 

Edit window only, This means thatthe Par in the Edit window follow ene 
yele (the Loop) and al other Pans follow another (the Cycle), 


‘There are four ways to set the Loop; 

< Use the eft and right mouse button to directly. Set the values in the 
‘oop boundary boxes on the Functions Bar, The upper box is the start 
‘f the loop, and the lower isthe end. 

7 Double click on. the boxes and enter a value, just as with any 
Position, 

* Use [Alternate}-(L) and [Altemate}-[R} to open the Loop boundary 
boxes and enter the value, 

* Drag directly on the Position Bar, from left to right, 


Either way, the current loop is shown in black on the Position Bar when itis 
‘on, and in grey when itis off 





‘An inactive Loop between 21,0 and 3.1.0, 


‘You activate/deactivate the Loop by clicking on the Loop bution or by 
pressing (Alternate}-(0). 


le} 


‘The Loop Button 





When the Loop is active, the Partin the Edit window loops almost indepen 
Ter oe oar ce rele Wey “cl tncoee Leg al 

dependant on the Cycle so thatthe Loop is never longer than the Cyclewand 
they always even up rhythmically to avoid any confusion, In other words, - 
‘every time the Cycle starts over again, $0 does the Loop. 


“The Loop is also used to diect editing to the evens inside the Loop, 
next page. 
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Quantize and other Functions 


‘You can use all the Functions of the Functions menu in Key Edit Plus, there 
{sa pop-up Functions menu, with some special commands. Using the 
Functions in an Edit window also gives you better control over what is 


affected. 
The “select” menu allows you to Quantize, change lengths, Cut, Copy and 
use all the other functions you have at your disposal, on «restricted set of 
notes and other events. 





In the Edit windows, all Functions (both on {he main menu bar and on 
the pop-up Functions menu) look at the “select” menu for deciding 


‘what events they should operate on. 


[Eccte ERM 
Looped Events 
Cycle Events 
Selected Events 


Looped Selected Ev. 
Cycled Selected Ev. 










‘The “selec” menu it found between the pop-up menus 
Go10" and “Function”. 


‘To direct the Functions, choose one of the options in the menu 
‘betiveen the Goto and Functions menus: aes 


‘All Events 
‘Allevents, active or inactive, will be affected, 
‘Looped Events 


Alllevents inside the Loop will be affected, whether the Loop is On or Off, 
Kaediniguileacotittin lens cone'fon Winer pete ree i 
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Cycled Events 
All events inside the Cyc! 
si “ycle Will be affected, whether the is 
and regardless off the evens come from acve we aeuve Peng 


Selected Events 
All selected events, inactive or active, will be affected, 


Looped Selected Ey, | 
‘Those events that are inside the Loop and selected will be affected. 


Cycled Selected Ev, 
‘Those events that are inside the Cyele and selected will be affected 


Cubase tries 10 help you by automatically changing the Selection from this 
‘menu when you select events, set the Loop and so on. 





‘The main Functions menu is described in its own chapter, 
Functions Menu”. 
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The Pop-Up Functions Menu 


‘This menu has some special commands on it. Again, only some events may 
be affected, depending on the “selection” menu (see prev. page), 









Function 
Fixed Note 
Delete Note 
Keep Note 
Repety 
Fill 
Reverse 
Delete 














Fixed Note 
‘This gives all the notes affected the same note value as the last selected note, 
‘All notes! positions, velocity and MIDI Channel values are left intact. 


Make sure you only have one note selected when you use this function. 
Delete Note 

‘This Deletes all notes with the same pitch as the selected note, but leaves all 
‘other notes. This means that if you select a C3 then all C3's will be deleted. 
Make sure you only have one note selected. 

Keep Note 

‘This function is sor of the reverse of Delete Note. All notes that have the 
‘Same pitch as the selected one are kept. All others are deleted, 


‘Make sure you only have one note selected. 


a Cubare 
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Repeat 





os eon uted o repeat ection of the Part nt he end of he Par, 
eine the "repeat cycle” by sling the Loop a the Cycle Fromm thang 
(there are two options: 





Uf the select menu is set "Looped Selected Evens” or “Cycled 
Selected Evens’ then the selected evens inside the Loop/Cyele are 
‘peated as many times as it takes to fill the Par. The created events 
‘are added to the existing, 


Ifthe select menu is set o just “Looped Events” or “Cycled Events", 





Fill 
‘This function only works when the “select” menu is set to "All Events“, 
“Looped Events" or “Cycled Evens", Ihen ills the whole Pathe Loop) 
the Cycle with notes that have a pitch corresponding to the center of the Key 
Edit window as itis scroled atthe moment. The notes ate spaced according 


{0 the Snap value and are all given a length corresponding to the Quantize 
value, 


Reverse 
This reverses the order ofall events that are affected by the operation. Like 
when you turn a tape backwards, 


Delete 


This deletes aif events (notes, Pitch Bend, Controllers, the lot) that are set 16 
be affected. 
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REE 
Changes via MIDI 


‘ You can give notes new pitches, 
You can change notes’ properties via MIDI. You can give notes new pitches, 
‘new Key On Velocity, new Key Off Velocity orall of these at the same 


time, 


‘Click on the MIDI Connector symbol to activate MIDI Input. Decide what 
‘you want to change by clicking on any combinaticn of the three symbols for 


note and velocity values. 





Select the first note you want to change. Play your keyboard (or other MIDI 
device) and the values for that note will change. Cubase automatically 
moves on to the next note in the active Part so that all you have to do to 
‘change its values is to play the keyboard again. You may activate a new Part 
‘or select anew note in the same Part at any time. A fast way to move back 
and forth amang the notes to change their values is to use the [—] and |») 
keys on the computer keyboard. 


Step Programming 
‘You can input notes in i.step time:Key Edit; Activate Step by clicking on 


the foot icon in the Functions Bar. The MIDI connector automatically gets 
‘Activated (0 indicate that input is supposed to come via MIDI. 





When you sia Sip Input, he MIDI Ta comectris 
sutemmically weed on, 

‘Note input begins atthe Song Position and notes ae put into the active Par. 
‘The notes will be spaced according to the Snap value, and will have the 








length of the Quantize value. You may of course change these values at any 
time during the input, 


Play the keyboard and the fist note/chord willbe input at the Song Position 
‘When you have released the last key, Cubase advances one step for you to 
input a new note/chord. You may use rewind, fas forward, or enter a new 
Song Position at any time to move input to that Position, You may also 
‘Activate another Part at any time, 


‘To move one step without entering any notes, press the {Tab} key on the 
computer keyboard. 


‘The key velocities will be read and input with the notes. 


The Insert Key 
If you press {Insert} on the computer keyboard, & nole is inserted atthe same 
position as the currently selected note. It will take on the same default 


‘values as when you use Fill 


‘The In Button 
If you activate the In button, all the notes after the current Position Will be 


‘moved one step forward in time, each time you input new notes or press 
{Tab}. 
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The Controller Display 


The Key Edit window also allows you to cdit non-note events like Velocity 
values, Program Change messages, Pitch Bend, After Touch and Continuous 
Conurollers, graphically. The Controller Display ix made up for Fast and 
powerful editing, so only the most common Continuous Controllers are 
directly included. For even more detailed (numeric) editing of non-noje 
events-and unusual controllers, use Grid Exit 


You tum the Controller Display on aiid off by clicking on the Ciel bution or 
by pressing (Alternate)-|C} on the computer keyboard. When it is on, the 
lower pan of the Grid turns into the Controller Display. You may at any 
time drag the dividing line between the Controller Display and the note Grid 
$0 that you use the window as effectively as possible. This does not change 
the range of values that are displayed, it scales the Controller Display. This 
‘means that you will always be able to sce the full value (most often 127) of 
‘any event, itis the magnification that changes when you move the dividing 
line. This is obvious if you check the scaling lines on the right side which 
indicate 25%, 30% and 75% of the top value, 


The Centr} Beton 
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‘There isa box on the tft side below the event type ico that shows the 


Thruta! mouse position according to a scale corresponding to the value of 
the events (most often 0-127), 





‘The event type con and the 
‘ake box jam under it 


Only one Part a time (the active Part) is displayed and edited, 


Selecting Event Type 


To the left you have an icon indicating what type of event is currently shown 
(one at atime). To change this, press and hold down the left mouse bation 
‘ver the icon and a pop-up menu appears. Select the type of event you want 
w display. 











Pitch-Bend 
Aftertouch 
Velocity 

Poly-Press 















Modulation 
BreathCtrl 
Foot Ctrl 
MainUolume 
Balance 
Pan 
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Defining Your Own Controllers 
For those of you who really want to get into Controller editing, there are 
three Controllers in the list that are not directly specified, the last three. You 
can set 2 Controller number for these three yourself. 


‘When you select "Unknown Control” you are always asked to specify a 
Controller number in a Dialog box. Use the left and right mouse button to 
‘¢roll the lis of numbers (click on the number) of to bring up a pop-up 
‘menu with all Controllers’ names (click on the name), and select one. When 
‘you are finished, click Exit. Use this for temporary editing of some unusual 
Controller. 


‘When you double click on the Event Type icon a dialog box opens up 
allowing you to select a Controller for each one of the last two items on the 
‘Pop-up meni under the event type icon. Use the left and right mouse button 
to scroll the list of numbers (click on the number) or to bring up a pop-up 
‘menu with all Controllers’ names (click on the name), and select one. When 
you are finished, click Exit. The selected Controllers appear at the bottom of 
the Event Type menu. Use these two for some Controllers you use often, 
‘Some synths allow you to specify an arbitrary Controller number to change 
‘ceriin functions via MIDI, and these two are perfect for this, 


The Tool Box 


‘Ifyou press and hold the right mouse button the Tool box ‘appears. But when 
‘you are editing non-note dats, only the arrow pointer, the eraser, the com- 
| and the pencil have any function, Therefore, when you move into 
Spy, PE Shanes no he ao, ine tool selected doesn't 








Editing Velocity 


‘Velocity values are shown as vertical bars below the stat Point of the note 


they belong to, Several velocity vi 
(in achord for cuangay ot Yes maybe placed on topo each other 





Sars tes wih ei comapnding ety ph Oba 
‘the selected note, a : 


If you do graphic: i¢ of overlapping velocities (chords) you are 
editing the whole chord at the same time. To edit the velocity values of 
individual notes, use the Info-line, 





Using the Arrow pointer 
If you click on a bar using the arrow pointer, this is the sime as selecting the 
note(s) inthe grid. So, this can be used to Cut, Copy, Keep, Delete noves and 
‘soon as usual, You can also drag a rectangle around velocity bars io select 
all notes from one point to another. 


This is sometimes better than dragging a rectangle in the note grid. since 
‘that onty selects notes within the vertical bounds of the rectangle. 


Using the Pencil - 
‘You can draw in new velocity values by using the pencil. Either just click 
withthe Jeft mouse button on the bar to set a new value or drag vertically, 
‘while holding down the left mouse button to change the value. You can also, 


cea te poner eer th Da ee eee 








several notes in one drag. The Snap value applies, 30 you would 
‘make sure thatthe set Snap value 
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is smaller than the distance between your notes/chords. Otherwise, several 
noles/chords may be given the same velocity value when you drag, 


‘The value box at the left side of the display shows you what values are 
drawn. 


Using the Compasses 
You can draw a ramp using the Comipasses tools und thereby create even 
velocity changes, like fade ins and fade outs. Just remember that even 
though MIDI has a linear velocity scale, most instruments interpret this as 
exponential volume changes. 


Position the pointer where you want the ramp {0 start. Hold down the left 
‘mouse button and drag in any direction to the point where you want the 
‘amp to end. A line shows you where the tops of the velocity bars will be 
‘when you release the mouse button. 





‘Drawing line lke thi. 


se 6Rales hon fade-n. 
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ing Non-note Events 


Bak le pay anPortant thing to observe about non-note evens Ifyou 
le Putin one single modulation event with a value of 63, thi 
be displayed like this: = ~~ 





T 





‘The figure above might look like an “infinite” series of modulation events 
all with the value 63, but its not, itis only one. Itis a graph of insaandy 
‘moving the modulation wheel to position 63 and leaving it there, 


{is important to remember that drawing, or in any other way inputting, 
‘Controllers makes them stay at the ast set value for an infinite amount of 
time. Sustain pedal (damper) for instance, will vary between O and 127 
every time you press or release the pedal, but stay atthe lat value as long as 
you don't move your foot on or off it. Draw in one "foot down” event, and 
the notes will sustain until a "foot up” event appears. All MIDI events can 
be thought of as a lst, and it this list that is showed horizontally inthe 
Controller Display, Every time you see a jump from one value io another 
there is a new eventin thelist. 
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Cubase tries to clean up Controller cl 
especially when your music goes from one Part to another, but it can’t 


verythi "zero" ‘when you want 
correct everything, It is up to you to "zero" controllers 

them zeroed, Read the chapters about recording different types of 
‘events and the Chase events functions on page 6-7 and 16-2. 
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‘Activate the Pan you want to edi, and select the type of event to be display. 
ed, They are all displayed identically except for pitch bend. The values for 
pitch bend vary between O and 8191 rather than 0 and 127. And, pitch bend 
iso “musically” varies around a center line since you can bend up or down, 
“This means for instance that when you draw a new series of Pitch Bend 
values, they always start al center Value, nok zero. 


Using the Arrow Pointer 
You can drag the pointer to make an enclosing rectangle, but it has to touch 
‘one event in order for anything to be selected. This means that it must at 
feast enclose one "jump" from one value to another, in order for anything to 
get selected. See the illustrations below. Once you have one ovr several 
events selecied they can be deleted, Cut, Copied and so on as usual 
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selects one controller event. 





Cutting or detetin 
8 the events does not zero the i 
valu 
pon! Temoves the events from "the list", which means i ae 
mt-value was before that, is valid up until the next existing nan 





Pasting events puis them in, beginni 

, beginning atthe current Son, 
always. The Pasied evens ae inserted a thei lative pene the “hs 
no events are deleted. Soe 
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‘Using the Pencil 
The pencil can be used fo put in new events and to change the values of 


existing ones: 
Ifyou click once where there are values, the fast event before the 


position you click gets a new value comesponding to the vertical pen 
position. The Snap function directs your input 10 the closest event. 
Ifyou drag over events, their values are changed, but no new events 
are inserted. Snap directs your input to the closest event 

+ Ifyou hold down {Alternate}, new events are put in, replac 
existing events, if there are any. All events are put in at the closest 
Snap value, Ctick once for one event, drag the pencil for many 

events. Use the Snap value 10 male sure that the density of the events 
isn't higher than it has to be. 


sa 





















i 
{ 


I you click once with the penal, 





the exiting event yets anew value 
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Using the Compasses 


You can use th 
he compasses to draw a ramp to 
VERS orp in ner eae a AMP change the values of existing 


* Ifyou drag the ramp over existing everts, their values ae changed to 


* Ifyou hold down (Altematc) while making up the ramp, new evens 
are input ata spacing determined by the Snap value. These event 
replace existing events, 4 


Using the Braser 
The eraser deletes the event atthe closest Snap position 


Please observe that this makes the last ‘event before this valid up until 
the next event. It does note "zero" any controller changes. 


You can use the eraser in the Controller Display to click to erase one event 
rto drag to delete several, 


Poly Pressure 


Polyphonic pressure data has (wo values that go with it. First the key that 
‘was pressed, and then the amount of pressure. 


In the Controller Display, only the Poly Pressure dats forthe note displayed 
‘an the Info Ling (select one note only!) is shown. When you draw or paint in 
Poly Pressure data it also gets this note number (pitch) value, 
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Theory 


This Edit window is specially made up for eduing drum and percussion 
Mhetc ss two major features. One is that the tools and the concep tthe 
Whole window makes it easy and quick wo ereale complex percussion The 
Other is thai allows you to handle your drum and percussion avune vn 
{escriptive names, and decide at any point to redirect MIDI outpa to gnome 
Sound or sound souree, by changing both the Output and the MIDI Channel 
for each drum sound aterwards. This second feature is completely depen. 
{ent on the Drum Map Parameter, which is set to On or Off for Pars and 
Tracks in the Arrange window. 


Casual users of Drum Edit will probobly stop at using Drum Edit with the 
Drum Map parameter set to Off, since the other option is miore comple, 
‘What follows isa general explanation of the theory behind the Brum Map in 
the two cases. All that is said here about synth keyboards can of course be 
applied to drum machine butions, drum pads or even guitar synths or any 
other device that transmits note messages via MIDI. Read the sections that 
suit you 


The Drum Map in General 


MIDI identifies drum sounds by putting them on different keys: ic. sig 
ning them to different MIDI nowe numbers. That means that when you use a 
keyboard to record a drum part in a sequencer, you use one key for bass 
<drum, one for snare and so on. Normally you are able to rearrange the drum 
sounds on the receiving instrument (crim machine, sampler or synth) 50 Ua 
you can make a sound react on any key number. 


in Cubase allows you to make a list of up to 64 drum and, 
Feanion Sounds ht you have cso, an dele ane ng ~ 
individually for each one of them, like what MIDI Channel they are on, | 
‘what key (MIDI note number) they are set 10 react on, how they shoul be 
quantized and so on. 
to “tell” Cubase how your drum s0\ 
vw ap, butts wont tbe ie, seh 







Te may take some 
(setting up the Drum 
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t0 Drum Eidit’s Tools, and allows you to handle the sounds by names 
‘way that is casier to relate to than MIDI note numbers. You can also save 
Drumm Maps (o disk so that you car easily load a configuration that suits 
{Your current setup. 





in 





Only one Drum Map at a time is activated. All Parts fo all open Arran- 
ge windows use the same Drum Map. 








ianoeeteafaas tekst 
‘section f the Drum Mp when you ar editing Prt (or Pars) 
‘ithe Drum Map parameter eto OFT 





With the Drum Map Parameter set to Off 


‘Drum Edit allows you to view, edit and input new notes in a grid. Vertical 
this wid is list ofall the Sounds you are sing. Each Sound gets a line” 
‘Where you can enter a name and seta number of parameters. One of these 
‘Parameters is the note number (called I-Note) the Sound outputs on. 


An example: If you have a drum machine which receives bass drum o the 
‘key C3, then you should make up a Sound called Ba: s Drum supevel 


‘you make a proper Drum Map of all the sounds you 
‘recorded noes wil be displayed correctly inthe Grid wheneve you 
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Select Drum E4i 
Rew nates, 





And it will be easy to moive, remove, edit and input 


With the Drum Map Parameter set to On 


{tis common to use several sound sources to make-up 3 complete drum kit 
‘You may have recorded the drums at home with a drum machine, and 
‘decide to use a sampler or smother drum machine (partly or completely) 
when you come to the studio, Its time consuming to remap sounds on a 
‘Sampler or reprogram note numbers on a drum machine, so Drum Edit is 
‘made up to allow you to quickly set up the right combination of note 
‘turnbers, MIDI Channels and Outputs fr all the drum sounds, afterwadst 


E-Notes and O-Notes 
‘The most important thing to understand (and most complicated) with Drum 
Exits the handling of notes and the Drum Map parameter. 


When this parameter is set to On, all recording into, and playback 
from, that Part is directed via the Drum Map. 


You can set a Track to Drum Map On or Off, and there is also a parameter 
inthe Part Info box in the Arrange window that tums the Drum Map On or 
Off for each Part individually. Drum Map handling is as with MIDI Chan- 
nels. The Track creates Parts with the same setting as the Tracks itself has, 


‘This is how the Drum Map works: For each Drum Sound you can set up an 
[-Note (Input Note), This is certain key (MIDI Note number) used for 
playing (inputting) the drum sound, for example while recording. You can 
‘also set an O-Note (Output Note) used for playing back the Sound, 


yourself define a note for input and another note for ourput, These 
ae ee ae be sett the same noe number should you s0 wish. Recorded 
notes are actually stored with yet another note number and there is 4 nocd 


reason for this. 


Map 
that you have recorded a bass drum Part with the Drum 
pares On fre Tack: Youd sathone wing Gh 
machine you have. I you llr want play back the bass drum sound i r 
Gudare 19-5 
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another insinument like 2 simpler in a studio, you probably have to see to 
that the hass drum is ouput fo some other nite number. If you did your 
homework, and recorded the Part with Drim Map set to On, then all you 
have to do is to locate the bass drini in your Drum Map, and change its O- 


Nowe to some other valoe. 


“The same goes for I-Note: Say that you have a rack synth with some drum 
sounds init. They’ are spread over the keyboard range in a way thal is 
inconvenient for your playing style. Now, set the O-notes in the Drum Map 
‘0 that they maich the actual notes that play back the sounds on your 
instrument. Ifthe instrument plays back the bass drum on the C2 key, then 
‘61 the O-Note forthe bass drum to just that, C2, Now you can rearrange the 
whole “drum kit" so thatthe fingering suits you just by setting the right I- 
notes. 


This is how Cubase performs this trick: The Drum Map is a list of 64 dram 
‘or percussion definitions, called Sounds. When the Drum Map parameter is 
‘1 to On, Cubase stores these Sounds internally from MIDI Note number 63 
‘and down to 0, That is, the first Sound in thelist is always stored as D#3, the 
‘second as D3, the third as C#3 and so on down to C-2. This is fixed and 
‘can't be changed. 


‘When you play a key that corresponds to a set I-note, Cubase directs this 
‘incoming MIDI message to the corresponding Sound, If you have set the 
first instrument in thelist to I-note F3, then all F3's will be directed to D#3, 


‘Then, in order for you to hear anything Cubase sends out the right O-Ni 
This shoud beset he note number hat pays back he ane oncod 
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MIDI Channel and Output 

‘There is also a MIDI ‘Chane! and an Ourput setting for each Sound in the 

best ‘Map. If you set the whole Part or: ‘Track to send on MIDI Channet 
'No”, you can hete st the playback MIDI channel individually foreach 

‘Sound. You can also. ‘select different Ourputs for cach Sound. The Qurput 

‘and MIDI Channel can of course be. handled together as Instruments, 


Drum Map On/Oft 
‘The Drum Map OrvOft parameter has been discussed a lot above. itis used 
to decide if sounds should be directed via the Drum Map of pot. 


I you set the whole Track to Drum Map On, then all Parts recorded 0 that 
‘Track will be set to Drum Map On. You can also set the Drum Map paraie- 
ter individually for each Part in the Part Info dialog box, 


‘To make use of the I-Note/O-nole feature in Drum Edit you have to 
have this parameter set to On while recording and while playing back 
your drum Parts, Furthermore, it has to be set to On or OM, for all the 
Parts you are editing. A dialog box will tell you if you are trying to put 
"mixed" Parts into the Editor, 


Drum Map Conversion 

Ifyou have recorded a Part already and change the Drum Map setting for 
that Part (or for the whole Track) a dialog box appears asking you if you 
‘wish to transform the Part(s), 


IF you tumed the Drum Map On, the conversion will Jook at the note 
‘numbers of the recorded parts and the I-note setting on the Drum Map and 
then “transpose” each note so that it appears on the right Sound in the Drum 
Editor. 

If you tumed the Drum Map Off, the conversion dialog box willask you if 


wish the transformation to take place after the I-note or O-nove settings. — 
‘This however, will make you lose the Opt sling for cach Sound. 






ing Other Editors 
Tran have recorded Pat withthe Drum Map parameter sotto 
the notes will be placed somewhere in the range C-2 to D#3 (MID! 
‘number 0 to 63) with the first Sound in the Drum Map at D#3. 
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that it may take some thinking to track the drum recordings down in the 
‘oiher editors. But it is of course possible to continue editing in any editor as 
Jong as you know what you are doing. 


Entering Drum Edit 


‘To edit a Part in Drum Edit, you must either first record in an Arrange 
window or you must directly Create the Part, 0s with all Edit windows, 


+ Ifyou wish to create the Part by recording you must decide to set the 
‘Track to Drum Map On or Off hefore you recor, 

+ Ifyou Create the Pan directly you can set it (or the whole Track if 
You should wish) to Drum Map On or Offin the Part Info box right 
afte iis created (but before you enter Drum Edit of course). See 
page 9-17 if you don't know how to do that. 


‘Ifyou plan to use the Drum Map On feature you should have the Drum 
Map set up correctly before you do any editing or recording of notes, (If 
you don't have any Drum Map at all, Create u Part, set it to Drum Map 
Une eat latog bos, eet it and enter Drum Edit to make 
up . 


‘Panui to individual Quantize values, Even if you ae familiar wih Ke 
‘Edit, read this Whole text also, if you want to make full use of Drum ait 


‘The window consists of iwo Pars, the Drum ic 
drei we Map and the Note Grid. You 








___Drum Eait 
Xiithave a Position Bar above the Note Grd, very similar othe one 
‘Araige display. The Song Postion is shown graphcaly, tan oie 

TaaiBe window. And just asin Key Edit if you click once with the left 
‘ouse bution on the Position Bar, the Song Position is moved there, and if 
76u Press {Cle Home} on the computer keyboard, the Song Position is 
‘stanly moved to the left side ofthe window. 


Nou can use the seroll bars to sell (let mouse bution) vertically and 
borizonally and you can change the magnification (right mause button), 
‘You may also want o tum the Follow Song command on the Options men 
on of off, since you may or may not want the display to follow the musie 
automatically. 


When you enter Drum Ealit, the note yrid always displays the cufrent Song, 
Position, and if Follow Song is active you can use the normal ways of 
‘moving the Song Position (Rewind, Fast Forward and so on) to move to any 
Point you desire and the window follaws. Otherwise, use the séroll bars, 


‘And again, editing can be done during playback, or even while recording. 


The Drum Edit Window's Parts 


On the top of this window you find the Functions Bar that is similar in all 
Editors. Below this you may find the Info Line, if Info-On is active (see 


page 19-17). 
‘The central partis of course the Drum Map and the Grid, and below this you 
‘again may see the Coniroller Display which shows all use of Velocity, 
Controllers, Pitch Bend and so on, graphically. 
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Setting Up the Drum Map 
Editing in General 


‘Only one Drum Map is used ata time, and all Parts and all Arrange 
ows use the same Map. You can Open and Save Maps st any time, you 
don't have to do that from inside Drum Edit (although it might fee! more 
logical). 





You can decide how much of the Drum Map you want to see by dragging 
the dividing line between the Map and the Grid. 


‘The Drum Map consists of 64 rows, one for each Sound, You can step 
through the sounds withthe {} and [7] keys on the computer keyboard. The 
Drum Map has a number of columns also, Use the mouse to change the 
values fora field. Numbers can be changed using the left and right mouse 
button and [Shift} as usual, and names are also edited as always. 


I you hold down (Control), you are changing this value for all the 
Sounds. Use this to set all sounds to the same Output, MIDI Channel 
‘on. 


Jor whatever) and the value forthe field is entered. Select another 
if you so wish) and input the next value. 














——— Bition Bat 





An example; to set all the I-Nowes 

10 -Notes wy the same keys as the drum sounds on 
‘Your keyboard, do as follows: - 
* Click in the Note column once so thatthe text I-Note in the 
headings is inverted, 
* Select the first Sound by clicking on i. 





: i 2132 

* Press the key on your keyboard that plays tha frst drum sound. 

« Press [1] on the computer keyboard to-step to the next Sound. 

* Repeat the last «wo steps to enter the I-Notes forall drums, and Finish 
off by saving the Drum Map to disk. 


you have the Ear tumed on, changes in the Drum Map are sent out via 
MIDI so that you for example can hear what drum sound will be played. 


The Columns 


Some of the columns described below only appear if Drum Map is sett On 
for all the selected Parts. 


Mute r 
By clicking in this column, you can mute the Instrument. This is only a 


temporary setting, that can not be recorded and is not saved with the Drum. 
Map. You can also Mute all Instruments but the one selected, by activating 
Solo. on the local menu beside the Function menu, or by pressing (Alierma- 


tc]-[S] on the computer keyboard. 
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‘or Select a Sound and press [Alternate}-{N] on the computer keyboard 10 
‘open a regular name box. 


fist ‘Quantize value set for each Sound that is used for individual 


Quantizing and for inserting and Step Inputting notes. 


tine ‘Map is set to Off for the Part(s), this is the note (the key, the MIDI 


Note number) used both to input, to display and to play back the sound. If 
the Drum Nap is set 10 On for the Pani(s) this is the Nowe used for inputting 
the Sound, The value can be set via MIDI, 


Wei aaa Setee i Pol Sa'G ve pao 
Exiting the notes get this length value. The length may or may not be 
‘important since many drum sounds (especially on drum machines) play to 
their end regardless of how long notes you play, Note that this value is set in 
‘fegular note values, while the Info Line ‘shows the lengths in ticks. 


O-Note 

‘This column only appears if the Parts) have their Drum Map parameter set 
10.On in the Arrange window. It is the note (the key number or MIDI Note 

‘umber tht is used to play back the sound. This value can be set via MIDI. 


This column only appears 
only. ‘if the Parts have their Drum 
ae he Parts have their Drum Map parameter set to 
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EY fs ae Map parameter is set 19 On, this is the ‘MIDI Channel for the 
Chang 4 (all now), this» playback MIDI Channet just 36 the MIDI 
ine] seting foreach Track or Partin the Arrange windows 


For the Cha setting to have any effect 
foe 'y effect you must Set the Part to MIDI 


Output 


This column only appears if the Pur(s) have their Drum Ma 
f p parameter set 
(0 On in he Arrange window. Is the MIDI Output forthe Sound, 


LVI to Lva 

When you paint or draw in notes in the rid you can decide for one of four 
levels for cach drum ‘note, by holding down different ‘combinations of keys 
On the computer keyboamd while entering the notes. What these four levele 
are supposed to mean in MIDI velocity numbers is set using LVI to LV4. 

‘This value can be set via MIDI, 


‘This isnot a playback function, The values are used when inputting 
otes, mot while playing them back. The velocity set using LVI to LV 4 
will be a permanent part of each note, But velocity for the notes can of 
course be edited afterwards, as all other note values. 


Changing the Drum Map 


If you have the Drum Map parameter set io Off and change the I-Note for a 
Sound, while editing, tien the notes previously displayed on that line will of 
course disappear since the I-Note note number doesnt correspond to the 
roles anymore. Conversely, all notes that are already in the Part and have 
the same note number as the I-Note will appear when a Sound's T-Note value 


‘corresponds to these notes’ 
If you have the Drum Map set to On, the Sounds correspond to a fixed 


internal map of note numbers, Changing the Note and O-Noteseting 
doesn't affect the grid, but any changes take immediate effect on in-and 


output. 











Drum Edit, - eat a 
Mouse, Quantize and Snap 


‘You st the global Quantize value for Drum Eat by pulling down a pop-up 
‘menu in the Quant box, just asin the Arrange window. The grid lines 
‘change to show the Quantize value graphically, directly in the grid. This 
value is used for Quantizing all Sounds, It is not o be confused with Qnt 


‘which is used for quantizing Sounds individually 





‘There isa mouse box on the Function Bar showing the pointer's position, 
similar to the one in the Arrange window. It normally displays positions in 
bars/beatsficks, but if you click on it, it. hanges to show these in SMPTE 

times (hours/minutes/seconds/frames...) instead. When you use the SMPTE 





~ option, the Position values on the Info line and for the Loop start and end 


‘are also displayed in this format. Click again to return to normal position 
Bes 

‘There is box beside the mouse box showing the name of the Sound you are 
‘Pointing at (used for moving, copying and so on), 

‘There ie also.a Snap function. You can set it toa number of values: 

Off NoSnap 


2pp Snap is done to the closest two ticks, 
3p Snap is done to the closest three ticks, 


‘Shap is done to the closest seven ticks. 
GAT Snap is done to the closest sixty-four note triplet 
“64 Snap is done to the closest sixty-fourth note. 
“G4. Snap is done tothe closest dotted sixty-fourth note. 
32T Snap is done to the closest thity-second note triplet. 


_ Snap is done tothe closest dotted whole note. 


"OF restricts, what values can be shown in the mouse 


ch Sound has the same range and values as Quant- 


/ UP 10.1 (whole notes) The Qt value is used in the 





= Drum Edit 
same way as Spin Key Ei wit all 
t ypES Of ein ex 
‘90 wed for individual Quanzing of Sounds, see pate one 


io me Fine a a Ct bese foreach Sound individ, Tiss used 
Wuantize in Key Edit in editing operations like draw 
oF notes, Step Input, Fill and so on, a 


‘The Snap, the Quantize, the Sound Quantize 
3 % (Qn) and Len 
hanged at any time during any type of editing. peas 


EP SC CC 


‘The Mouse, Sound, Shap usd Quant bor ab lon the 
Function bat, 


.Sound 17 [as | Ge |s2_| 


while Qt snd Len ae et foreach Scud 


The notes on the Grid 


Notes are shown as rhombs in the note Grid. The “coloe” (grey scale) of 
each rhomb represents velocity. Several Parts can be edited at the same 
time, but only one ata time is active, Notes belonging to an inactive Part are 
dimmed. 





MIDI input, as when you play your keyboard, is always directed to the 
active Part, This is important when you elgg tee 





‘any other changes via MIDI. This means that you can direct your 
fo one Part or the other by making itactive, . 
+ To activate a Pan, click on any note that belongs 
also use the Next/Previous Part commands on 
isconvenient if the Pastis empty. 
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Selecting Notes 


‘There are several ways to select notes, similar te the way you select Parts in 
the Arrange window: 


+ Toselect one note, click om it. Selected notes are inverted 

+ Toselect more notes, hold down the [Shift] key and click on the 
oles you want to select. You deselect notes individually by clicking 
‘on them again (but don't’ let go of the (Shift) key until you're 
finished). You may very well select notes on several Sounds at the 
same time. 

* To select several adjacent notes at the samie time you can enclose 
them in a recuangle by holding down the mouse button in some free 
(white) area in the note display. Drag the mouse to create a rectangle 
big enough to “touch” all the notes you want to select. You don't 
have to perfectly enclose all the notes, it's OK if the rectangle just 
‘cavers some section of the note, Release the mouse button, and the 
notes are selected. 

* To deselect all notes, click on some free space in the note display, 

* You can select all notes by using the Select All command from the 
Ezdit menu or by pressing [Control]-{A) on the computer. keyboard. 

* You can also use the [] and {5} keys on the computer keyboard to 
‘Step through the notes, If you combine this with holding down the 
{Shift key you can select several notes from the keyboard, If you 
‘elease [Shift] temporarily you are able to use [7] and [1] to step to 
‘another Sound and select more notes, 


"ea Gam select notes from active und inactive Parts atthe same time, 
perform any type of them (like 
Soon) a heap oP oF etng on them (ke moving, copying and 


Moving Around and the Goto'Menu 
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‘ite Goto commands don't affect selection in an, 


the contents of the window as if eke So: 


if the scroll bars where used, 


The Info Line 


‘el-(1} on the computer keyboard, 


LR CC Eee z=] 








Ino note, or several notes, ae selected, then the Info Line shows "-———* 
for all values. 





You can use the left and right mouse button to change the values for the 
Selected nove, The parameters are Position (cick on any of the three nume- 
‘als as usual), Length, Pitch, Note On Velocity (Velo-On), Note Off Veloci- 
ty (Velo Off) and MIDI Channel (Chn). Any Changes you do are shown 
‘graphically. 


Ifyou have the Drum Map parameter set to On, the Info Line shows the 
Actual note values (D#3 to C-2) that the notes represent, 


Changing a note's pitch makes it disappear from the Sound it is on and 
‘might make it appear on another (if that Sound is set to a pitch corre- 
sponding to the note). 


The two velocity parameters might need an explanation. Note On Velocity 
is the speed or force with which you press the key, and Note Off Velocity is 
the speed with which you release it. Not all keyboards are capable of 
sending out one or the other, but most can send atleast the Note On type. 
‘And, not all instruments react to both types either. Check the relevant 
instrument's Operation Manual, 


‘The MIDI Channel value is the original Channel number stored with th 
now. For this to have any effect you must set the Track (or Part) to MIDI 
Channel "No" and the Part(s) to Drum Map Off. See page 9-4 for 


« 
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Moving Notes 


By Dragging 


‘You may graphically move the selected notes. Just press and hold the left 
‘mouse bution with the arrow painicr over one of the selected notes and 
‘move the mouse. If'you reach any of the sides of the window, it aulomatical- 
ly scrolls. When you release the mouse buaon, the whole group of notes are 
‘moved 10 the new position. The mouse box shows you where the notes will 
wind up. The Snap function acts so that the first note is positioned on the 
‘closest value. This works as a sort of "move quantize". The name of the 
‘Sound you have the pointer positioned over, is also shown in a box to the 
Fight of the mouse box. 


‘All dragged notes are moved to the same Sound. 









































‘All the selecied (hack notes would be moved tothe cabaasa ifthe mouse 
| ation wa ted this moment 


ieee ae cern phx Saicatng nes fave Dali) io wins one 
Sound duplicate some, or all, notes of several sounds by just doing one 
drag. Select notes from several Sounds and drag them to another Sound 
(8 cen 9 en aot eee 
’ where the first note will be when You release the button, and the 
‘box beside it shows you what sound the notes will wind up on. 







Fo este navedes tek essa 
over the note you want to move, itis the tp 
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Drum Edit 


of te shoe you are Kicking wi 
are Kicking with, Klick ov 
ie le dieiag, nn Rn 


Duplicating Notes 


‘You duplicate notes by holding down the {Altemats] key while draggin 
Everything else isa when moving, bis 


Creating New Notes 


You can paint new notes into the wctive Part using one of the tools in the 
‘Toolbox. Hold down the right mouse button to bring up the Toolbox. Select 
the Drum Stick or the Paint Brush, Move the pointer to the position where 
‘you want to input 8 note. The mouse box shows the position in barsbeats/ 
licks oF SMPTE (click on it). The name of the Sound you have the oinier 
positioned over, is shown in a box to the right of the mouse box. 


Ifyou use the Drum Stick, © new note is input at the closest Qt position set 
for that Sound. ‘The notes get a length corresponding 10 the set Len value for 
that Sound. If you want to delete a note, just click on it again, using Uhe 
Drumm Stick, 


If you have just deleted one note you can drag over other notes and 
delete these too as long as you don’t release the mouse button, 
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Jnt Brush, you can move the pointer and “paint” in new 
Cte seeping Nepal mover ig restricted to within the sound 
‘only, but if you hold down {Alternate} on the computer keyboard you will 
Beadle to move frely, Te new notes are created at a spacing correspon- 
ding to the Sound's Qnt value, and they all get the length of the Len value 
‘set for each Sound. 


et a 











cs 
‘Painted percussion! 
‘You can also give the notes one of four velocity values by holding down 
keys on the computer keyboard while drawing and painting in notes. What 
these levels actually mean is set using the LV to LV4 parameters in the 


‘Drum Map, See page 19-13. 
No key Level 1 
{shi Level 2 
{Contre Level3 


‘Ifthe In button is activated on the Functions Rar when you use the 
‘Drum Stick or Brush, then all notes in the Part will be moved one Qnt 
‘Yalue forward when you input new notes, just as with step editing. 


‘When you are Gnished, press and let go ofthe right mouse button once, 1o 
bring back the arrow pointer, Or, select another tool from the Toolbox. 


‘Rew notes using the pop-up Functions menu, see 
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Deleting Notes 


‘There are several ways io get id of unwanted notes, 


Click on them with the Drum Stick. More notes can be deleted ifyou 
{98 over them without releasing the mouse button in between. 


i 
z 
q 
a 
z 
& 
3 
= 
5 
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g 
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cradicate, When you are finished, press and let go ofthe fight mouse 
button once, to bring back the arrow pointer: Or, select another ool 
from the Toolbox. 


You can also conditionally delete notes using the pop-up Functions 
menu, see page 19.25, 


Monitoring notes 


‘Of course, you can have playback running while you are editing. And, you 
‘can also use the cue function in the Edit windows. But there are two more 
‘ways to listen to your music in Drum Edit. 


‘The Magnifying Glass 
Hold down the right Mouse button and select the Magnifying Glass. When 
you-click on a note with the left mouse button, using this tool, itis played 
‘back. You can also hold dawn the mouse button and drag the Magnifying. 
Glass around over the notes. ‘ 
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‘The Ear 
‘When you click on the Ear symbol on the Functions bar, notes will be output 


‘automatically when you click on them and when you create them using the 
‘Drum Stick or Paint Brush. Changes in the Drum Map are also sent out. 


The Loop 


Inthe Edit windows, you can use the Cycle just. as you are used to, But you 
‘can also set up a local Loop, which is a sort of mini-cycle for the Parts in the 

© Edit window only. This means thatthe Parts inthe Edit window follow one 
"oycle” (the Loop) and all other Parts follow another (the Cycle). 


‘There are four ways to et the Loop: 

* Use the left and right mouse button to directly set the values in the 
loop boundary boxes on the Functions Bar. The upper box is the start 
‘of the loop, and the lower isthe end. 

* Double click on the boxes and enter a value, ust as with any 


position. 

. ‘Use [Altemnate}-{L) and [Alternate}-[R) to open the Loop boundary 
‘boxes and enter the value. 

be ‘Drag directly on the Position Bar, from left to right. 


Either way, the current loop is shown in black on the Position Bar when it is 
‘on, and in grey when itis off, 





_An inactive Loop between 2.1.0 and 3.1.0. 


, sag IAN) Yee te Loop baton or by 

















The Loop Ben 


‘When the Loop is active, the Pan in the Edit window loops almost indepen. 
enly of the rest of te music. We say “almost, because the Loop il 

{pendant on the Cycle'so tha the Loop is never longer than the Cycle, and 
they always even up rhythmically io avoid any confusion In other words, 
very time the Cycle starts over again, 50 does the Loop, 


‘The Loop is also used to direct eding to the events inside the Loop. See 
next page. 


Quantize and other Functions 


General 


‘You can use all the Functions of the Functions menu in Drum Edit. Plus, 
there is a pop-up Functions menu, with some special commands, Using the 
Functions in an Edit window also gives you better control over what is 
affected. 


The “select” menu allows you to Quantize, change lengths, Cut, Copy and 
use all the other functions you have at your disposal, on a restricted set of 
‘Roles and other events. 








Drum Edit 


in menu bar and on 
ndows, all Functions (both on ihe main men 
ines Functions meni) look atthe “select” menu for deciding 


‘what events they should operate on, 












Cycle Events 
Selected Events 

Looped Selected Ev. 
Cycled Selected Ev. 


‘The “select” menu is found between the pop-up menus 
"Goo" and "Funcion”. 






To direct the Functions, choose one of the options in the pop-up menu 
between the Goto and Functions menus: 


All Events 
All events, active or inactive, will be affected. 


Looped Events 
All events inside the Loop will be affected, whether the Loop is On or Off, 
‘and regardless of if the events come from active or inactive Parts, 


Cycled Events 
All events inside the Cycle wil be affected, whether the Cycle is On or Off, 
‘and regardless of if the events come from active ot inactive Parts, 
‘Selected Events 
All selected events, inactive or active, will be affected, 
Looped Selected Ey, : 
: that are inside the Loop and selected will be affected. 


Ey. 
that are inside the Cycle and selected will be affected, 


Drum Edit 


Cubase tries to help you by nutomatically changing the selection from this 
iménu when you selcet events, set the Loop and 10 on, 


Quantizing 


Quantizing can be done tither forall Sounds according to the Quantize 
value oF for one Sound according to its Qnt value. 

* the "select" menu is sett Selected Events, Looped Selected 
Events or Cycled Selected Events, and no events are actually 
selected, then the selected Sound will be Quantized after the Qt 


value. 


*  Inall other instances, all events in all Sounds that are set to be 
affected will be Quantized after the Quantize value. 


‘The test ofthe main Functions menu is described in whe chapter "Quankizing 
and the Functions menu”. 


The Pop-Up Functions Menu 


‘This menu has some special commands on it. Again, only some events may 
be affected, depending on the “selection” menu (sce above). 









Fixed Note 
Delete Note 
Keep Note 














Fill 
Reverse 
Delete 












Fixed Note 
This gives all the notes affected the sanic note value asthe last selected note. 


‘All notes’ positions, velocity and MIDI Channel values are left intact, 


‘Make sure you only have one note selected when you use this function. 


Delete Note 
This Deletes all notes with the same pitch as the selected note, but leaves all 


‘other noles. This means that if you for example select a note from the Sound 
‘Bass Drum then all Bass Drum notes will be deleted. 


‘Make sure you only have one note selected. 


» Keep Note 


‘This function is sort of the reverse of Delete Note. All notes that have the 
‘same pitch as the selected one are kepr. All others are deleted. Use this to 
delete all Sounds but one. 


“Make sure you only have one note selected. 


Repeat 

‘This function is used to repeat a section of the Part until the end of the Pan. 
‘You define the "repeat cycle" by setting the Loop or the Cycle, From there 
on there are two options: 


* Ifthe select menu is set to "Looped Selected Events” or "Cycled 
Sled Evens he sleced events inside tie Looney ae 
‘Tepeated as many times as it takes to fill the Part. The created events 
are added to the existing, 

the select menu is set to just "Looped Events” or "Cycled Events”, 
oe ae 
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‘Sound. The notes are spaced acordit i 
ing w the Qnt value and ane all 
‘ength corresponding to the {Len value, a 


Reverse 


/) This reverses the onder ofall events that are affected by the operation. Like 
when you tum a tape backwards, 


Delete 


This deletes all events (notes, Pitch Bend, Controllers, the lot) that are set to 
be affected. 


Changes via MIDI 


‘You can change notes’ properties via MIDI, You can give notes new pitches, 
new Key On Velocity, new Key Off Velocity oral of these at the same 
time. 


Drag the dividing line as far to the left as possible, so that only the 
‘Mute, Sound and Qut columns ire shown, to indieate that it is the notes 
in the Grid you want to edit, not the yalues in the Drum Map. 





Click on the MIDI Connector symbol 10 activate MIDI Input. Decide what 
‘you want to change by clicking on any combination of the three symbols for 
‘note and velocity values. . 










‘Select the first note in the Sound you want to change, 
(orather MIDI device) and the values for that note wil 
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I you have to 
tivate a 





utomatically moves on 10 the next note in the Sound so that 
do to change its values is to phiy the keyboard again. You 
new Part, or select a new note in the sare Part at any tin 
move back and forth among the notes to change their values i to use the 
[eJand [>] keys on the computer keyboard. 








Step Programming 





‘You can input notes in step time, one Sound at atime. Activate 
clicking on the foot icon in the Functions Bar. The MIDI conniecuor automa 
tically gets activated 10 indicate that input 1s supposed to come via MIDI 





Drag the dividing line as far to the left as possible so that only the 
Sound Name and Qnt values are shown. 


In connector is 





‘Note input begins at the Song Position and notes are put into the selected 
‘Sound. The notes will be spaced according to the Qnt value, and will have 
the Tength set withthe Len value, You may of course change these values at 
‘any time during the input. 


Play the keyboard and the first note wil be input at the Song Position. When 
you have released the last key, Cubase advances one step for you to input a 
‘new note/chord, You may use rewind, fast forward or enter a new Song 
Position at any time to move input to that Position. You may also activate 
‘another Part or Sound at any time. 


‘To move one step without entering any notes, press the [Tab] key on the 
computer keyboard. fi 


‘The key velocities will be read and input with the notes, 














Drum Edit 
The Inseet Key 
1 30u press [inser n the cmmpuer keyboard notes inset athe same 


Position as the currenily selected 
enlly selected note, IC will take on the same 
Values as when you use Fill, eee 


‘The in Bution 


4f you activate the In tuuton, all the notes after the current Position wil be 


moved one step forward in time, each time you input new notes 
es . you input new notes oF press 





The Controller Display 


‘The Drum Euit window also allows you to graphically edit non-note events 
like Velocity values, Program Change messages, Pitch Bend, After Touch 
and Continyous Controllers. The Controller Display 4s made up foe fast and 
Powerful editing, so only the most common Continuous Controllers are 
directly included, For even more detailed (numeric) editing of nox-nite 
events and unusual controllers, use Grid Edit 


“The Conta ttn 




















‘ad some modulation wheel events in the Coto] Depa. 


‘The Controller Display works in almost all respects asin Key Eat, and is 
described on page 18-20, Non-note events are put into the active Pan. 


Here are the differences: 

+ Only Controtier events on the same MIDI Channel as the selected 
Sound are shown, 

+ Drawn or painted non-note events get the same MIDI Channe! vale 
a the selected Sound is ett, 


ise ve 





the same pitch (note 
be lnc 


|Sound, This value 
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Users of Pro-24 will fel at ho 
‘one is alist of all events, 


I might take Some time to get used to "read the gridit you havent ised a 
Similar editor before. Horizontally the grid represents time in bars and 
Yeatically it corresponds to the events in the list. A series of notes ike a 
SuTigh eight note hi-hat Pattern would therefore be represented asa diago- 


fal line of boxes, and a chord is some numberof boxes wih thei lf sites 
aligned. 


~ The grid can only be sized to accommodate a certain smount of bars 


(up to seven, in 4/4), and since you don't know how long itis between 
the events, itis not sure that you at all times will se a box for each 
event in the list. You might have to scroll the display horizontally, 


‘You can use the scroll bars to scroll (left mouse button) verically and 
horizontally if the view isn’t the one you want, and you can also change the 
‘magnification (right mouse button) to your liking. You may also want to 
tum the Follow Song command on the Options menu on or off, since you 
‘may or may not want the display to follow the music automatically. 


‘When you enter this window it always displays the current Song Position, 
and if Follow Song is active you can use the normal ways of moving the 
Song Position (Rewind, Fast Forward and so on) to move w any point you 
desire and the window follows. Furthermore, if you click once withthe left 
‘mouse bution on the Postion Bar, the Song Position is moved there, and if 
‘you press (Clr Home] on the computer keyboard, the Song Position is 
instantly move to the left side of the window. 


‘And again, editing can be done during playback, or even while recording 
(see page 17-5), 
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The Grid Edit Window's Parts 


‘On the top of this window you find the Functions Bar which differs a bit 
from Key, Score and Drum Edit 


Below this is the list and the grid. You can move the dividing line between 
the two, so that the display is the one you want. This is done in the same 
‘way as moving the dividing line between the Track List and the Part Display 


in the Arrange windows. 


Mouse, Quantize and Snap 

‘You set the Quantize value for Grid Edit by activating a pop-up menu in the 
‘Quant box just as in the Arrange window. The grid lines change to show the 
‘Quantize value graphically, directly in the grid. 


‘There is a mouse box on the Function Bar showing the pointer’s position, 
‘similar to the one in the Arrange window. It normally displays positions in 
‘bars/beais/ticks, but if you click on it, it changes to show these in SMPTE 
times (hours/minutes/seconds/frames...) instead, 





‘When you use the SMPTE option, the first two columns change from 
showing an events Start Position and its length (notes only) to showing its 
‘Stan Time and End Time. The positions for the Loop start and end are also 
<isplayed in this format, Click again to return to normal position indication, 



















1.4. 0 7% 0 Note 
1. 1. 96 88 F476 «60 Note 
1.2. o 66 £4 72 0 Note 
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There is alo a i SnapsG 
Vile: Snap:Grid Edit; function. You can xt itto.a ‘number of 
Off No Snap 
2pp 





‘Snap is done to the clogest two ticks. 
4pP Snap is done to the closest hres ticks. 


Tpp Snap is done tothe cl 
" Josest seven ticks, 
GAT Snap is done tothe closest siiy-fourth nce triplet 


a Snap is done to the closest sisty-Courth nove 
Sop Snaps done to the closest ded sixty fourth note 
327 Snap is done to the closest thiny-second note tiple 
1. Snap is done tothe closest dotted whole noite 


‘The Snap value is used to restrict certain editing to even note valves and io 
adjust the spacing of input noes. It also "quantizes", or restricts, what values 
‘can be shown in the méuse position box 


The Quantize value is used for regular Quantizing operations, but also for 
determining lengths when you input notes. These two values (Snap and 
Quantize) can be changed at any time during any type of editing. 





‘The Mouse Soap and Quant box areal on the Faction bar. 


The Events In the List 


‘You either edit one Part at a Time or one whole Track. Ifa Part is selected 
when you enter Grid Edit, then this will be displayed. If no Part is selected, 
then the active Track will be edited, If you are editing the whole Track, then 
the Parts on that Track are divided into active (grid boxes have solid oulli- 
nes) and inactive (grid boxes have dimmed, dotted outlines). 


‘Only one Part ata time is active, and you activate a part by selecting (see 
below) any event init You ean also use the Nexy/Previous Part commands 
‘on the Goto menu for this, which is convenient if the Part is empty. 











‘Acsive ant Incave events in the Grid. The black events are selected 
‘There are several ways to select events, similar to the way you select Parts 
jimthe Arrange window: 


Selecting Events 


zs To select one event, click on it, either in the list or in the grid. 
‘Selected events are inverted. 

* To select more events, hold down the (Shift) key and click on the 
events in the grid. You deselect events individually by clicking on 
them again (but don'’ let go of the {Shift} key until you're finished). 
To select several adjacent events at the same time you can enclose 
them ina rectangle by holding down the mouse button in some free 
(white) area in the grid. Drag the mouse to create a rectangle big 
‘enough to “touch” all the events you want to select. You don’t have to 
perfectly enclose all the events, it's OK if the rectangle just covers 
some section of each one. Release the mouse button, and the events 
“meselected. 
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Moving Around and the Goto Menu 


Of course: you may tie the scroll bars to chan 

vE€ YOUr view in the window, 
Pt You can also move directly by using the pop-up Gow menu on the 
Function Bar. These commands scroll the window, both horizontally and 
vertically o some Position. The ful function of all these commands te 
described on page 18.6: 


Display Filters 


You might not want wo see all types of events in the lis. Ifyou are only 
inetested in editing Program Change, then all other events ae justin the 
way. 


The Display Filters do not remove, mute or in any other way change the 
events. Any editing affects all events whether you use a Display Filter to 
hhide them or not. The Display Filters should not be confused with Mask 
Which has another purpose, 


You have a small box with six two-letter abbreviations on the Functions bar. 
‘These are used to select which types of events are displayed in the grid and 
the list If you click on them, they switch between upper- and lower-case. 
letters. Upper-case means that the event type gets displayed. and lower-case 
that it doesn't, Click with the left mouse button to set up any combination, 


PP. Polyphonic Key Pressure (sometimes called Individual After Touch) 
cr Cont Change (Conan Conroy Coole Svich). 1 
Pc 


Program Change 
AT After Touch (sometimes called Channel Pressure) 
PB Pitch Bend 





Special Events are always shown. 
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The Columns and the Different Types 
of Events 


The way the columns are used differs a litle bit for the diferent types of 
vents. But two columns are normally the same, Start-Pos (Start-Time when 
Positions are displayed as SMPTE), which is the Position of the event, and 
Chn, which is the MIDI Channel stored with the MIDI-events ("Special" 
‘events have no MIDI-Channe!), For the Chn value to have any effect, the 
Pani must be set to play back on MIDI Channel "No" (see page 9-4), 


‘The values in the Columns can be edited using the left and right mouse 
‘button and the (Shift) key as usual. 


‘The Position values (bar, beat and tick or SMPTE times) can be edited one 
‘humeral ata time, If you change an event's position so that it winds up after 
the next event or before the previous, in time, the lst is instantly re-sorted, 
‘The events are always shown in time ‘order, with the earliest at the top and 
the latest at the bottom. This may seem confusing at first, but in fact is quite 
logical. Ifyou just keep the mouse bution down, you are always changing 
the position of the last selected event, 


Nota values can be changed for all types of events. Position values, 
‘oles velocities and some other values can also be changed graphically, 
See page 20-15, 


Below follows a description ofthe columns that vary forthe different types 


‘mes called Atak Velocity) and Val isthe Note Off Veloce 
‘Velocity, Status Now and this cant be changed, sale 





d 





Controt Change 

‘These are the Continuous Controllers, Vallis the type of Controller, 
imemally identified by MIDI as a number between 0 and 127, Whef you 
change this, the Status shows the narne of the Controller for those that sre 
Standardized, and "Control xxx.” (where xxx isthe mummber) foc all others 
Yal2 is the value forthe Controller (the amount of Control Change), (129, 
‘You can scroll the Status field directly, which i the same as changing Val 


Program Change 
‘These are Program Change numbers, and they only have one value, Vall, 
Which ranges from 0/10 127. Status is always Prog Change 


After Touch 
‘This type of Pressure is sent globally forall keys pressed, This only has one 
value, Vall, which is the amount of pressure. Status ix always Aftenouch, 


Pitch Bend 

itch bend takes on two values, both defining the pitch. The first (Vall) is. 
for finer changes, and the second (Val2) for coarser. 8 64 is center position 
of a pitch wheel, 0 0 is full negative swing and 127 127 full positive. 


System Exclusive 
‘A complete package of System Exclusive data is shown as one event. The 
status shows the manufacturers ID code, if itis mown. The Vall column is 
the MIDI Channel or Device number sometimes included in an event. If you 
set this to anything but O, the event will use tke MIDI Channel set for the 
Par, it will otherwise use the original Channel Number ("No"), If you have: 
problems with sending a dump out, try with this value sett 0, 





in hexa-decimal 
‘The Comment column shows parts of the actual message in. 
eres click in this column, a dialog box opens up where ee 
the Sys Ex code (if it isn't too long). If you're not absolutely sure: ‘what 
‘you ae doing, you should probably avoid hexa decimal editing of System 
‘Exclusive messages! 


Exclusive is not sent out from Grid Edit, you have to return to- 
"play it back” to your equipment. 


‘System 
the Arrange window to) 
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Special Events 


types of messages described below are not really MIDI events, but 
eed ‘Cubase types of events (We call them Special events). There- 
fore they have no MIDI Channel value. By scrolling i the Status column, 
you can change one type of Special Event into another. 


Mote Events 
“These are Mute and Un-mute events as described in chapter 14, Recording 


isthe 
‘Mites, Vall is the number of the Track that the Event mutes, Val2 is 
type of event (1=Mute, 0=Un-Mute) and the Comment columns shows you 
the name of the Track that the Event mutes. Be careful when adding, 
removing or editing these events (check the comments on page 14-4). 


‘MIDI Manager Events ? ' 
‘This is an event generated in the MIDI Manager window. Vall is the 
number of the “object” in the current MID! Manager Map and Val2 is the 
value for that object. Both these values can be edited. In the Comment 
column you will find the name of the object and its Instrument setting. 


Stop Events 
‘These events have no values at all. They just stop Cubase, as if you had 
clicked the Stop button yourself, This is good for example in @ live situation. 
Insert a Stop Event at the end of a piece, and Cubase stops there, At this 
‘position you might have "chained" a second piece after this first, in the same 
Arrange window. This second piece could then be started just by pressing 
[Enter] on the computer keyboard. Or, you might switch to a another 

|__ Arrange window and start playback from there, 








are just events that allow you to enter a comment to for example a 
Exclusive or Special event. No MIDI is sent out from this type of 

‘Comments column, and a dialog box opens up where you 
iby pressing [Return] and the dialog box closes. 
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Moving Events 
By Dragging 


‘You may graphically move the selected Events. Just pees and hold the left 


‘Mouse button with the arrow pointer over o 
wer one of the. 
‘move the mouse. sears 


{cis only the horizontal movement that matters 
then you drag. If this 
sounds confusing, think about it for a while, The testes shots the 
‘events’ positions in time, and the vertical axis also does in a way, in thatthe 
he always are sorted with the earliest atthe top and the latest at the 
tom. 


‘The mouse box shows you where the first event will wind up when you 
telease the button, 


Ifyou reach any of the sides of the window, it automatically scrolls. When 
you release the mouse button, the whole group of events are moved to the 
new position, ‘The Snap function acts so that the first event is positioned on. 
the closest value. This works as a sort of “move quantize.” 


Moving events to a new position means that the whole list probably has 10 
be "re-sorted", but the program always tries to scroll the grand the list so 
that as many of the moved events as possible are show’ at their new posi- 
tion after the drag. 


By "Kicking" J 








‘You can also “Kick' an event one Snap valve at time, forward orback= 


‘move. It is the tip of the shoe you are Kicking with. Click 
event moves one Snap value in the selected direction, 


Cubase 





‘You duplicate events by holding down the [Alternate) key while dragging. 
Everything else is as when moving 


Creating New Events 


‘You can paint new events into the active Pan using one of the tools in the 


Decide vent 1 to put in by pulling down the Pop-up 
fons" ote ancora Seeone ype: Te ent afte Ins” 

‘shows what type is currently selected. 

ProgCh singe 
Note 
Poly-Press 
Ctrichange 
ProgChange 
Aftertouch 
Pitch-Bend 
Systu 

Special 
‘Hold down the right mouse bution to bring up the Toolbox, Select the Pencil 
‘the Paint Brush. Move the pointer to the position where you want 1 input 
‘ts event. If you have selected "Special, you scroll the Status column to turn 
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Tnputting Notes 


{F you use the pencil, a new note is input a the closest Snap Position. Ifyou 
Just click the mouse button once, the note gets a length set with the Quantize 
value. If you drag horizontally before you release the mouse button, you can 
‘change the length of the note. The Snap value works as a length Quantize. 
‘Thats, the length will be an even multiple of the Snap value, 


{you use the Paint Brush, you can move the pointer and “paint” in new 
‘notes by dragging. The new notes are created at.a spacing corresponding wo 
the Snap value, and they all get the length of Wie Quantize valus. 


‘New notes always have the pitch C3. You can give the noes one of four 
Nole On velocity values by holding down keys on the computer keyboard 
‘while drawing or painting in nous. 


No key. Level 1 
{Shift} Level 2 
{Control} Level 3 


(Shift) + {Control} Level 4 


‘The Note-Off velocity will always be 64 and the MIDI Chainne! will be that 
Of the Part or Track, 


‘You can also create new notes using the Functions menu, see page 20- 
18, 


Inputting Other Events 


For non-note events, it doesn't matter if you use the Brush or the Pencil 
Since they don have any length. New event are inserted a the closest Snap 
Position, and you can click once to input just one event or drag to input 
several events “in one drag’. 

Each type of event ges some preset default values and the MIDI 


the Part or Track, except for Special events, which have no MIDI C 
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If in is activated on the Punctions Bar when you use the Pencil or 
‘Brush, then all notes in the Part will be moved one Snap forward when 


you input new notes, just as with Step Input. See page 20-21. 


|When you are finished, press and let go of the right mouse button once, to 
bring back the arrow pointer, Or, select another tool from the Toolbox 


Changing the Length of a Note 


‘You can change the length of an existing note using the Pencil icon, Hold 
down the right mouse button to bring up the Toolbox. Select the Pencil. 


Position the pointer over the note you want to change, and drag to the left 
(Shorten) oF to the right (lengthen), An outline of the note shows the size 
while you are dragging. The Snap function helps you to restrict your 
changes to some even note value. 





‘When you are finshed, press and let go of the right mouse button once, to 
‘bring back the arrow pointer. Or, select another tool from the Toolbox. 
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Changing Note Velocity 


bale ‘ight side of the grid the notes’ velocities are shown as black horizon. 
ars. You can change these values, graphically. When you move the 
Pointer into this area it changes into the pencil automatically, 





You can click on one bar and drag to chan; i 

ge its height, or: 
as many toes 95 oul and"pachange’ ewes ace 
Changing other Events Graphically 
‘The Val2 values are shown as grey horizontal bars for other events than 
‘Notes, But not for all types, only for Controllers, Pitch Bend, Poly-Pressure 
and MIDI Manager Events. These grey bars can be changed using the Pencil 
in exactly the same way as with notes. 


Deleting Events 


‘There are several ways to get rid of unwanted events. 






+ Select them and press [Delete} on the computer keyboard. 
* Select them and use Delete Events on the Edit menu, 





mouse button once, 10 being back the arrow pointer, Or, select 
another tool from the Toolbox. 
} conditionally delete nores using the Functions menu, see page 
| You can: 
20.18. 


| Monitoring notes 


Feouise, playback running while you are editing. And, you 
spin Foe ce hecho EL windows, But there are two more 


‘ways to sien to your music in Grid Edit 

|The folowing methods apply to notes only! 
Arion ineeepe fying Glass. When 
old down the right mouse button and select the Magnifying. 


click on the left mouse bution, using this tool, itis played 
Be ocean ve bee vou cal ‘drag the Magnifying Glass 


Ven you click on the Ear symbol onthe Functions bar, notes wil be output 


click on them and when you create them using the 
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The Loop 





‘There are four ways to set the Loop: 
* Use the lft and right mouse bution to directly set the vals the 


loop boundary bores on the Functions Bar. The upper box h the, 
Of the loop, and the lower is the end, ocd 


Double click om the boxes and ener valve, just as with any Poni 
tion, 


* Use (Allemand (emt) open ne boundary 
boxes and enter the value, ie 


* Brag directly on the. Position Bar Grid Edit, from left to right. 
om Ce 
‘An inactive Loop berween 2.0 and'3.1.0, 


Either way, the current loop is showin in black on the Position Bar when itis 
‘on, and in grey when itis off. 


‘You activate/deactivate the Loop by clicking on the Loop button or by 
pressing (Altemnate)(0). 


‘The Loop Button 
‘When the Loop is active the Partin the Edit window loops: 
yates Wersy “alms 
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The Mask Quantize and other Functions 


t A i Grid Edit. This goes beyond You can use all the Functions of the Functions men Grid Edit. Ther 
‘decide to Mask Out certain events in Grid Eat. This goes bey (= 2 M nctions menu in Grid Edit. There is 
oe Display filters in that Masking really hides events from any type of Wil 60.2.p0p-up Functions menu, with some special commands, Using the 


‘ h Functions in an Edit windaw als wer 
a nt Making ly is res Paci low also gives you hetter control over what is 








‘The “selec” menu allows you to Quantize, change lengths, Cut, Copy and 
Use all the other functions you have at your disposal, on a festricied set off 
holes and other events. 






jMask It 


Mask Event Type 


‘The only things that are not affected by Mask is playback (all events are 
always played) and Select All, 


Select an event in the list. Ler’s say that it is.a note with the pitch F#4, 





In the Edit windows, all Functions (both on the main menu bar and on 
the pop-up Functions menu) look at the "select" menu for deciding 
what events they should operate on. 


Remember that Quantize only affects votes. 


[BGote ERM Function 








° If you pull down the Mask menu and select "Mask It”, all events that 


are not notes with the pitch Fas are hidden. 
‘Ifyou pull down the Mask and select "Mask Event Type” all events 
thal are not notes are hidden. 


Tnother words: "Mask Event Type" picks out events of one type regardless 
‘of their values, e.g ali Controllers, all nows, all Pitch Bend events and so on. 


"Mask It” also looks atthe values. For Notes and Poly Pressure, only events 
‘with the same note number (pitch) will be displayed, and for Controllers, 
‘only events with the same Controller number will be displayed. For other 







“events "Mask It” and "Mask Event Type" are identical, 


& You want to remove all Modulation controller events from 





‘Controller values of type 1 
‘Modulation willbe deleted from the Par. This is ater 


in many cases faster, 








All Events 
Looped Events 
Cycled Events 
Selected Events 
Looped Selected Ev. 
Cycled Selected Ev. 


‘The “select” mena is found between the pop-up menus 
“Goto” and “Function”. 





‘To direct the Functions, choose one of the options in the pop-up ments 
between the Goto and Functions menus: 


All Events . 
‘Al non-masked events, ative or inactive, wil be affecied. , 








Looped Events 
‘Al ron-masked evens inside the Loop will be affected, ne 
On or Off, and regardless of if the events come from active or: 





Cycted Events 


‘All non-masked evenis inside the Cycle will be-alfected, whether the Cycle 
4s On or Of, and regardless of ifthe events come from active or inactive 


Parts. 


Selected Events ‘a 
‘All‘non-masked, selected events, inactive or active, will 





affected. 


Looped Selected Ev. 
‘Those events that are inside the Loop, not masked and selected will be 


affected. 

Cycled Selected Ev. 

‘Those events that are inside the Cycle, not masked and selected will be 
affected. 


Cubase ties to help you by automatically changing the selection from this 
‘menu when you select events, set the Loop and so on, 


‘The main Functions menu is described in the chapter "Quantize and the 
Functions menu”. 


The Pop-Up Functions Menu 


‘This menu has some special commands on it. Again, only some events may 
bealfected, depending on the "selection" menu (See above), 


Fixed Note 
Delete Note 
Keep 








( 
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Fixed No 


‘This gives all the nots affected the same itch asthe selecte note: Al 
Noles positions, velocity- and MIDI Channel values are lft intact. 


Make sure you only have one note selected when you use this function, 


Delete Note 


This Deletes all notes wih te sme pitch as the selected note, but eaves all 
Other notes, This means that if you select a C3 then all C3's wil be deleted. 


Make sure you only have ome note selected. 


Keep Note 
‘This function is son of the reverse of Delete Note. All notes that have the 
Same pitch as the selected one are kept. All others are deleted. 


Make sure you only have one note selected. 


Repeat 
This function is used to repeat a section of the Part until the end of the Part, 
You define the “repeat cycle” by setting the Loop or the Cycle. From there 
oon there are two options: 


* If the select menu is set 10 “Looped Selected Events” or “Cycled 
‘Selected Events”, then the selected events inside the Loop/Cycle are 
Tepeated as many times as it takes to fill the Part. The created events 
are added to the existing. 

+ Ifthe select menu is set to just "Looped Events® or Cycled Events", 
then all the events inside the Loop/Cycle are repeated andthe created 
events replace the existing. The repeating goes for as many times it 
takes to fill the Part 


Fill hon . 
‘This function only works when the "select" menu is sett "All Events”, 
"Looped Evens” er *Cyeled Events I then fl the whole Parihe Loop! 
the Cycle with C2 notes. The notes are spaced according to the Snap valve 
‘and they ae all given a length corresponding to the Quantize value. 
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‘This reverses the order of all events that are affected by the operation, like 
when you tum a wipe backwards. 


Delete 
“This deletes aif events (notes, Pitch Bend, Controllers, the lot) that are set to 
be affected. 


Changes via MIDI 


‘You can change notes’ properties via MIDI. You can give them new pitches, 
 =new Key On Velocity, new Key Off Velocity o all of these at the same 
time. 


Click on the MIDI Connector symbol to activate MIDI Input, Decide what 
‘you want to change by clicking on any combination of the three symbols for 
‘Rove and velocity values. 












‘the first note you want to change. Play your keyboard (or other MIDI 
and the values for that note will change. Cubase automatically 
ext note in the active Part so that all you have to do to 

es is to play the keyboard again. You may select a new Part 
in the same Part at any time. If you make a mistake, the fastest 
-up again in the list is probably to use the (7) key on the 





= 
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Step Programming 


You can input notes in step time. Activate Step by clicking on the foot icon 
in the Functions Bar, The MIDI connector automatically gets activated 1p 
indicate that input is supposed to come via MIDI. 








en yo etivate Step Tp the MIDI In cineca 
sutoratcally wed en 


‘Note input begins at the Song Position and notes are put into the active Part 
‘The notes will be spaced according to the Snap value, and: will have the 
Jength of the Quantize value, You may of course change these values at any 
time during the input, 


Play the keyboard and the first notechord will be input atthe Song Position. 
‘When you have released the last key, Cubase advances one step for you to 
input a new noie/chord. You may use rewind, fast forward or enter a new 
‘Song Position at any time 1o move input to that Position. You may also 
activate another Part at any time. 


‘To move one step without entering any notes, press the [Tab] key on the 
computer keyboard. 


‘The key velocity will be read and input with the notes, 


‘The Insert Key ¢ 

the same 
If you press [Insert] on the computer keyboard, a nots is inserted at 
poston as the cure selected noe, wil ake on te same default 
values as when you use Fil. 






‘The In Button Ry 
Ifyou activate the In button, all the notes after the current Position 


moved one Snap forward in time, each time you input new notes Or 
(Tab). 









































































































































_Score Fait 


This window displays your music in regular notion. differs fom the 
pul editors in that it can be switched between two modes, Ea and 
Poge(see page 21-23, 1c has all the other Editors! features fe ‘moving, 
uplicating and creating new notes. 1f you clect one or even Pee (even 
on diferent Tracks) these ar put into the edit window. If ho Pare ee 
Selected, all Parts on the active Track are edited. 


‘As much 2s possible ofthe score is shown inthe window. This mons that 
several staves are shown below each other if there is room for that. You ase 
the scrollbars to change the display as usual. One click on the. Jelt or right 
atows lakes you one bar in either direction, and one click in the grey area 
\akes you one page in ether direction. That is, i bar 35 was the last bar to 
be displayed (displayed inthe lower right comer of the screen) it will be the 
first bar if you click in the grey area to move forward in time, 





The vertical scroll bar is use select between staves and to change the 
display ofthe window when you have so many parallel staves (eg when you 
‘are editing several Tracks at the samme time) that there is not room for them 
all vertically. The number of the top stave in the window is displayed in the 
vertical scroll bar. Magnification isn't possible in Score Edit. 


IL you use the right mouse button in the vertical scroll bar the display always 
Starts at an even bar. 


‘You may also want to tum the Follow. Song. command ‘on the Options: mene 
on or off, since you may or may not want the display to follow the music 
‘automatically, 


ition is indicated by the fact thatthe lat note before the Song 
Poston abd Page ad ed bed a ge 
window it always displays the last note before the current Song Position. 
There is one of these Song Position rectangles for each stiff. I Follow Song 
is active you can ue the aoa wns of ving ite Song Psion (Re 
wind, Fast Forward and so on) to move to any point you desire a 
win flay 16a prs IC Hon) Oe spat a 
‘Song Position is instantly moved tothe first bar in the window. If you hold 
down (Altemate] and click the right mouse buton, the Song ; 
moved to the position of the mouse (where you clicked). 
‘can be done during playback, or even while recording. 








i 
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Score Edit 
The Score Edit Window's Parts 


imilar in all 
indow you find the Functions Bar that is simi 
hea tr you may ind the info Line, if Info;-On is active (see 
page 21-11), 

‘The central par is of course the note display, and as always, the Transport 
Bar can be seen below the entire: window. 


Mouse, Quantize and Snap 


‘You'set the Quantize value for Score Edit by pulling down @ pop-up menu 
in the Quant box, just as in the Arrange window. 


‘There is. a mouse box on the Function Bar showing the pointer’s position, 
Similar to the one in the Arrange window. It normally displays positions in 
bars/beatshicks, but if you click on it, it changes to show these in SMPTE 
times (hours/minutes/seconds/frames... instead. When you use the SMPTE 
‘option, the Position values on the Info line and for the Loop start and end 
‘are also displayed in this format. Click again to return to normal position 
‘There is a box beside the mouse box showing the pitch of the note as you 
‘are pointing, 

‘There is also-a Snap function, You can set it to a number of values: 

No Snap 


‘Snap is done to the closest two ticks, 
‘Snap is done to the closest three ticks, 


Off 
2p 
= 
f 











— —_Score Edit 
ee ‘Snap is done to the closest dotted whole note. 
sb ‘Snap value is used wo Testrict certain editing to even note values and to 
Hust the spacing of input nove. It also “quantizes", or restricts what values 
‘Can be shown in the mouse position box 


The Quantize value is used for regular ‘Quantizing operations, but also for 
‘determining note values when you input notes and rests. These two values 
(Snap and Quantize) can be changed at any time during any type of editing, 


er 45] 


‘te Soap sd Quis vale nthe Fri, 
Chord display 


The little box on the Functions Bar, beside the Mouse Position box, has a 
Couple of functions. One of them is to show what chord is played back from 
the Edit window, and what chord you currendy play if you have MIDI In 
activated (see page 21-21), This box is also used for displaying note values 
when you are editin 


The Notes and the Staves 


Several Parts can be edited atthe same time. Parts from one Track are 
shown on one staff (or two, if you use Split) and Parts from another Track 
‘are shown on another staff, but only one Part ata time is iactive staff. The 
name of the first Parton the staff is always shown above the staff on the left 
side ofthe window. When you click once anywhere on asta, aback 
‘rectangle is shown at the absolute Jeft over the note lines to indicate that this 
is the active one. You can also step through the staves using the vertical 
serollbars (in Edit mode only) or [7] and [4] on the computer keyboard, 
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‘The beginning of each bar is numbered above the bar lines. I this number is 
italic (“leaning”) it means that this isn't the beginning of the bar. 





MIDI input, as when you play your keyboard, is always directed to the 
active Part. This is important when you record, use Step input or make 
any other changes via MIDI. This means that you can direct your input 
to one Part or the other by clicking on a staff, 


Getting the Score right 


Ifthe order of the staves on the screen is not the one you desire, simply drag 
the clef symbol at the left side of a stave, up or dawn, onto another stave, 
aand that system will be placed above the one you dragged it to. This means 
that dragging upwards "one staye” shifts the order of two staves, and that 
dragging downwards only “one stave" has no effect, you have to drag it at 
least two staves down, 

4 


Each staf has a set of parameters that determine how the score will be 
Aisplayed. A double click on the clef (make sure the pointer is arrow 
Shaped) opens up a dialog box where you can edit these parameters, 














Score Edit 
The buttons 


No Overtap 


hen this set On (eke, long and shor noted stning at the same 
er ate allowed to be displayed without ties; the long notes are exn off in 
lisplay. This is intended to make the music more legible. 


=~ = 2 
! 


The same bar when No Overlap Off and when itis st ta On 



































Spit 
One Part is split into a bass and treble clef, asin a piano score (grand staf) 
‘When this is set toon (ticked, the graphic inthe dialog box also shows to 
Staves, You set the split point in the graphic display to the let of the buttons 
(Gee next page), 


Syncope 
When this function is on (ticked) syncopated notes are shown in a more 
legible way 












































each 2 
x 2 2 
= 
£ 
‘This in an eighth note direcy followed by four quarter netes when 
Srmeope is Of 
3 = 
“and when itis On 
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‘Auto Chet 
This function is Only available with « single stall LF this is set to on (Licked), 


‘Score edit decides by itself ifa bass or a treble clef is used depending on the 
‘notes in the Part(s) 


Auto Quantize 
This isa type of Quantizing that uses prety involved mothods to make your 
score look as legible as possible. You turn Auto Quantize on by clicking 
‘with the left mouse button in this field. The Auto Quantize option is mainly 
intended for unquantized material that is reasonably precisely played. 


If Auto Quantize is activated, the "display triplets" option takes on » 
‘new meaning (this is described later on page 21-8). 


‘IF you click with the right mouse bution on the Auto Quantize field, a pop- 
up menu appears with a number of options that can be turned on (tick) or off 
(0 tick), These options are set once for the whole Track, not individually 
foreach Part. Try them out on your score, one at a time, to see if it becomes 
‘ore or less Jegible with each one turned on or off. 


Please remember that all these options only affect the way notes are dis- 
layed, it does not change the recording in any way. 


‘Small Gria 
‘fthis is activated, the Auto Quantize Algorithm makes it possible to display 
‘More involved syncopations like a 16th note starting on a 32nd note. This 
option will also make “triplet-like" notes (like a dotted 16th followed by a 
22nd note) be displayed as syncopated and not as even notes (eg two 


thi is ticked, notes that are considered wo be chords will be shown 
r overlapping notes (sce above) are corrected 


funtion looks for series of notes with equa distances, and 
Wrong note this note will be displayed with 
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Correct Deviation 


W this is activated, the ration, 
» the program takes into consideration ifthe part is con- 
‘tantly played before or after the beat, and corrects: pei % 


Catch 118 


Notes that are played “near” an ei 
ighth note are pulled or pushed towards that 
ote and notes that follow just afer this are moved in the same direction 


Requantize 

IF you play fast broken chord, these notes are displayed as a normal chord 
{fyway, because the distance between the notes is short (but audible). If you 
then tick Requantize, these note will be spread apart in the display. Note that 
this function may produce a lot of 1/64th notes. 


The Graphics 


‘This is divided into ive functions, Clef, Key, Split, Quantize and Rest. They 
can all be changed by clicking in the graphics, using the left and right mouse 
‘button as usual, 


Clef 

‘This is only valid for a single staff. Each time you click on the staif in the 

dialog box, below the text Clef, it switches between treble and bass clef, If 
Auto Clef was tumed on it will be automatically tumed off. 


Key 
This is used to set the Key Signature. Use the left and right mouse buton to 
step through the possibilities, There are two "C Majors". One where acci- 
dentals ar shown as sharps (#) and one where they are shown as fas (b). 


Split 
nly vali when the btn Splits cked (on, This iw decide where 
the split berween the treble and bass clef should be, Notes above the split are 
shown on the treble clef, and vice versa. Click on any Pitch, below the text 

‘Split to set. the Split Point. 
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This is a display Quuntize valve for the notes, valid if Auto ‘Quantize isn't 
selected, Notes are not an absolute Sanguage, and you must decide on the 
honest note you want displayed, Generally, this should be set to the same 
fnote value as the shortest note used in the Pari(s), Use the left and right 
‘mouse bution to click on the note and thereby step through the possibilities 


from quarter notes up to sixty-fourth notes, 


‘Above the note is small "3" displayed. If you click on iit switches 
between grey and black. If Auto Quantize is off, 2 black "3" allows display 
of triplets. If Auto Quantize ison it has another meaning. A grey "3" means 
that in most cases only even triplets are displayed and « black one that the 
program aso searches foe “uneven triplets" like an eighth note followed by a 
sixteenth, 


‘These are only Display values used for the graphics in the Score Editor. 
‘They do not affect the actual recording in any way. 


Rest 

“This is used to set the shortest rest to be displayed (again with different 
‘meaning depending on if Auto Quantize is selected or not), The nules as for 
selecting note display quantize apply, The (continued on the next page) 


ie 
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vale aio eine same wa 
va nwa, ane have ei ow tpt 
'3" above the rest symbol) that can be tured on, oF off, pas 





Just as with notes, this is onl 
ly a Display vah 
anal corre tap seg nN Tee tat Ss ele 


Exit 


‘When you are finished with the setings, click Exit or 
Ky " firess [Return] to close 
Ue Dialog box, and the display reflects the changes. 


Remember that these settings are dame independently for each staf 
grand staff, 


Selecting Notes 


‘There are several ways to seleet notes, similar to the way you select Parts in 
the Arrange window: 
. ‘To select one note, click on it. Selected notes are grey 
# To select more notes, hold down the [Shift] key and click on the 
notes you want to select. You deselect notes individually by clicking 
con them again (but don't let goof the Shift} key unit you're 
finished). 
‘To select several adjacent notes atthe same time you can enclose 
them in a rectangle by holding down the mouse button in some free 
(white) area in the note Display. Drag the mouse to create a rectangle 
big enough to “touch” all the notes you want to select. You don't 
have to perfectly enclose all the notes, i's OK if the rectangle just 
‘covers some section of each one, Release the mouse button, and the 
notes are selected. 
To deselect all noes, click on some free space in the note Display. 
You can select all notes on one staf by using the Select All 
‘command on the Edit menu or by pressing (Control)-(A} on the 







Score Edit 
i 0 also: 
select notes from several staves at the sume time, an 
yee: ‘any type of editing on them (like moving, co] 
the same time. 
2 
‘Selected noes have grey heads 


Moving Around and the Goto Menu 


‘You may of course use the scroll bars lo change your view in the window. 
But you can also move direcily by using the pop-up Goto menu on the 
Function Bar, These commands scroll the window to some Position, as 
explained below. 


‘The Goto commands don't affect selection in any way, They only move 
the window as if the scroll bars were used. 


Song Pos 
‘Takes you tothe Song Position, 


First Event 
‘Takes you to the first event on the active staff, 


Last Event 
‘Takes you tothe Last event on the active staft, 


First Selected 
‘Takes you to the first (carliest) of all the selected events, 


‘Takes you tothe second ofall the selected events, | 
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Prev Selected 
Takes you to the last but one ofall the selected events, 


The Info Line 


fete CR a 











Computer keyboard, 
mo note is selected, the Info Line shows *-—~-* forall values 
several notes are selected, the info line shows the last, 


You can use the left and right mouse button to change the values forthe 
shown note, The parameters are Postion (click on any of the three numerals 
ay ustal) Length, Ptch, Note On Velocity (Velo-On), Note Off Velocity 
(Velo Off) and MIDI Channel (Chn). Changes you do are shown raphieal- 
ly, 


‘The changes don't take place until you release the mouse, o it you hold 
down [Control], no changes are shown until you release that, 


‘The two velocity parameters might need an explanation. Note On Velocity 
is the speed, or force, with which you press the key, and Note Off Velocity 
is the speed with which you release it, No ll keyboards are capable of 
sending out one or the other, but most can send at least the Note On type, 
‘And, not all instruments react to both types either. Check the relevant 
instrument's Operation Manual, 


‘The MIDI Channel value isthe original Channel number stored with the 
‘ote. For this value to have any effect you must set the Track (or the Part) to 
MIDI Chane! "No". See page 9-4 for more info, 
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Moving Notes 


By Dragging 
‘You may graphically move the selected Notes. 


+ Press.and hold the left mouse button with the arrow pointer over one 
lof the selected notes and move the mouse. This allows you to move 
the notes horizontally (in time), 

+ While holding down the left mouse button, press the right mouse 
button too, You are now free to move the notes in any direction, 

+ Ifyou let go of the left mouse button, movement is restricted to 
vertically only (pitch only). 

* When you release the mouse button, the whole block of notes are 
‘moved to the new position, The Snap function acts so that the first 
note is positioned on the closest value. This works as a sort of "move 


‘quantize’ 


* ‘The mouse box shows you where that first note will wind up when 
you release the button. 


Use the mouse box, not the graphics, for determining the exact place- 
‘ment of notes, 


* The box beside this shows you how many semitones up or down all 
__ the notes wall be transposed. If you move to another staff, the 

_ transposing is still relative to the note's position en the original staff. 
ne ‘If you move an E on one staff to F on another staff, this 
‘will show "Transpose 1", 
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Noval vats Ae Possible, depending on the key you have set. For 
ajo tke YOU can only transpose io a note that belongs a 


the C major scale. To mave 
: To mave to.a pitch ‘hold 
[Conwell white dragging 1° Peh ose the scale, hod down 


Notes keep their internal 
have a display with tre staves (Tracks) above cach other. We will 


Staves, The note from staff | winds up on staff 2 
Stall 2 winds up on staff 3, : acs 


Duplicating Notes 


You duplicate notes by holding down the (Alternat) key before you start 
Arageing. Everything else i as when moving. To move a note o a pitch 
‘use the scale, first hold down [Aliemate]. At any Gime during the drag, 
‘ress [Control] without releasing [Alternate 


Creating New Notes 


‘You can paint new notes into the active Part by using the note too! in the 
‘Toolbox. Hold down the right mouse bution to bring up the Toolbox, Select 
the note symbol, 


‘You set the note value with Quantize. 4 gives you quarter notes, 8T gives 
you eight note triplets and so on. A new note is input at the closest Snap. 


Jd db | 


‘The pointer takes on different shapex depending om the 
nate value selected in the Quctze ba. 


Make sure the Note and Rest Display Quantize values are set $0| 
note type can be displayed. 


. Move the pointer to the position where you want (0 input a 
Cubase 
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Use the mouse box for determining the exact position of the new note. 


side the mouse box, and 
+h of thé note to be input is shown besi 
ian ‘when moving. you have o hold down {Control} on the 
‘computer keyboard to be able wo input notes outside the scale in the 
set Key Signature, 


i ‘he mouse bution once, ane note is inpul with a length set 
banat ‘value. You may have to hold the mouse bution. down for 
avery short while to make the note appear. 


Ifyou drag the mouse before you release the mouse button, notes are input 
‘continuously at the closest Snap. Do not drag 100 fast, 


Notes are normally added to the music without affecting existing notes, 
but if In on the Functions Bar is activated, all notes in the Part will be 
moved one Snap forward when you input new notes, just as with Step 
editing. See page 21-22. 

‘When you are finished, press and let go of the right mouse button once, to 
‘bring back the arrow pointer. Or, select another tool from the Toolbox. 


You can also create new notes using the pop-up Functions menu, see 
page 21-19. 


Inputting rests 
| Youcan also input rests, just as with notes, There is only one difference: 
Rests are always inserted (as if In was activated) into the music, 
‘Hold down the right mouse bution to bring up the Toolbox, Select the Rest 
ol. 10 determine what type of Test lo input. Move the 


ae ‘want input to happen. Click once or drag 
/molise box to determine the exact position for the 

















§ 





fod. 


These ae ree ine 
pointer, pee 


Joining notes 


During 


Step Input there is no direct way to input notes other than with she 


‘Tegular note values (quarter notes, triplets, dowed and so on), Therefore, the 
Blue tube allows you to join two ar more nots, As said above thigis 
Primarily for use with Step Input and for painted notes, but can of course be 
used on recorded music also, 


Hold down the righ: mouse button to bring up the Toolbox, Select the glue 
tube, With the fet mouse button, click on a note. This will be joined with 
the next note with the same pitch, 





rere 


‘A quarter note and « sinteath, before and ater Jomning. 


Deleting Notes and Rests 


‘There are several ways to get rid of unwanted notes. 


You can also conditionally delete notes using the 
page 21-19. 
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Select them and press [Delete} on the computer keyboard, 
‘Select them and use Delete Events on the Edit menu. 
‘Hold down the right mouse button to bring up the Toolbox. Select 
the Eraser. With the left mouse bution, click on the notes you want to 
cradicate. When you are finished, press and let go of the right mouse 
‘button once, to bring back the arrow pointer. Or, select another tool 
from the Toolbox, ‘ 

‘The Eraser tool can be used to delete rests, just ax with notes. — 











‘Score Edit . 
Monitoring notes 





‘course, you can have playback running re editing, And, you 
eaunieve ‘eve function in the Edit windows. But there are two more 


ways to listen to your music jn Score Edit 


Magnifying Glass 
tal down the right Mouse button and select the Magnifying Glass. When 


you click on a note with the left mouse button, using this tool, the event is 
played back. You can also hold the mouse bution and drag the Magnifying 


‘Glass around over the notes. 


‘The Ear - 
‘When you click on the Ear symbol on the Functions bar, notes will be output 


‘automatically when you click on them and when you create them, 


The Loop 


In the Edit windows, you can use the Cycle just as you are used to. But you 
‘can also set up a local Loop, which isa sort of mini-cycle for the Parts in the 
ait window only. This means thatthe Parts in the Edit window follow one 
“cycle® (the Loop) and all other Parts follow another (the Cycle). 







‘There are three ways to set the Loop: ' 
Use the left and right mouse bution to directly set the values in the 
Hoop boundary boxes on the Functions Bar. The upper box isthe start 
fs op and elon steed 
click on the boxes and entera value, just as with any 
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‘Use (Alternate}-(L} 4 [Alternate}-[R| i 
494 [Alma open Lop toy 
boxes and enter the value. ii ss 





The Loop tbe 


You activatedeactivate te Loop by clicking on the Loop baton or by 
bisssing (Aliernate}(0). When the Loop i active the Pan in te Ea 
Rindow loops almost independently of the rest of the music, We say 
‘almost’, because the Loop is still dependant onthe Cycle so thet the Loop 
ianever longer than the Cycle, and they always even up rhythmically wo 
Noid any confusion. In ther words, every tive the Cycle stirts over again, 
0 does the Loop, 


ie Loop is also used to direct editing wo the evens inside the Lop. See 
low. 


Quantize and other Functions 


‘You can use all the Functions of the Functions menu in Score Edit. Plus, 
there is a pop-up Functions menu, with some special commands, Using the 
Functions in an Edit window also gives you better control over what is 
affected. 


‘The "select" menu allows you to Quantize, change lengths, Cut, Copy and. 
‘use all the other functions you have at your disposal, on a restricted set of 
roles and other events. 
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In the Edit windows, all Functions (both on the main mena bar and on 
the pop-up Functions menu) look al the "select" menu for deciding 
what events they should operate on. 

BFunction 
All Events 
Looped Events 
Cyclead Events 
Selected Events 
Looped Selected Ev. 
Cycled Selected Ev. 


‘The “velea” mena is found between the pop-up menus 
“Goto” and "Function". 


‘To direct the Functions, choose one of the options in the pop-up menu 
between the Goto and Functions menus: 


All Events 
All notes on the active staff will be affected. 


Looped Events 
All notes ‘on the active staff and inside the Loop will be affected, whether 
‘the Loop is On or not. 


Cycled Events: 
All notes on the active staff and inside the Cycle will be affected, whether 
the Cycle is On or not. 























Selected Events. 
All selected notes on the aotive staff will be affected. 
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Cycted Selected Ey, 
‘Those nowes th 


at ¢ 
be affect MO" he active staf inside the Cycle and veleaed wat 


Y Ctase tries to help you by auiomatially hanging the selection from wis 
‘menu when you select notes, set the Loop and so on, 


‘The main Functions menu is describe in IS own chapter, "Quantize and the 
sc its 
init 


The Pop-Up Functions Menu 


‘This menu has some special commands on it. A 
\gain, only some notes may 
be affected, depending on the “selection” menu (ste abnve) % 
SF 







d 





Reverse 
Delete 
Explode 

Enharmonic Shift 






Fixed Note 
This gives all the notes affected the same note value as the lat selected note. 
All notes' positions, velocity and MIDI Channel values are left intact. 


‘Make sure you only have one note selected when you use this function. 


Delete Note : 
‘This Deletes all notes with the same pitch as the selected note, but leaves 
other notes, This means that if you select a C3 then all C3's will be 


Ss Make sure you only have one note selected when you use ths fun 


’ 
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Keep Note 
‘This function is sort of the reverse of Delete Note, All notes that have the 
‘same pitch as the selected one are kept. All others are deloted. 


Make sure you only have one note selected when you use this function, 


Repeat 

This function is used to repeat a section of the Part until the end of the Part. 
You define the "repeat cycle” by setting the Loop or the Cycle. From there 
‘on there are two options: 


* Ifthe select menu is set to “Looped Selected Events" or “Cycled 

Selected Events", then the selected evenis that are on the active staff 
~ and inside the Loop/Cycle are repeated as many times as it takes to 
fill the Part. The created notes are added to the existing. 

‘ AF the select menu is set to just "Looped Events" or "Cycled Events", 
then all the events that are on the active staff and inside the Loop/ 
‘Cycle are repeated and the created notes replace the existing. The 
repeating goes on for as many times it takes to fill the Part. 


Fin 
‘This function only works when the “select” menu is set to "All Events", 
“Looped Events" or "Cycled Events". I then fils the whole Parvthe Loop/ 
the Cycle with C3 notes. The notes are spaced according to the Snap value 
and are all given a length corresponding to the Quantize value. 


Reverse 
‘This reverses the onder of al notes that are affected by the operation, L 
when you tum a tape backwards, es eles 


Delete 
ries al evens (ots, Pich Bend, Conmollers, the) that ae set 10 









You to split the notes on the current staff into ‘Several 
‘staves (new Parts on new Tracks). Use explode when you for 
Played a chord progression and now ‘want to work on each of 
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‘be four voices independenly and maybe send them out on one MIDI 
Channel each (for instance o create a string quant), 


Select the system to be Exploded, and glect Explode from the Functions 
Menu. A dialog box allows you to select how many new Tracks to create. 
‘The notes on the system are picked from the top, all the highest notes are 
First cut out, and moved toa new Track, then the Jowest of the ones lef are 
cutout and moved, and go on, 


New Parts and Tracks are created as needed The Pans take on the name of 
the old Pans followed by an underline and a number, String becomes 
String_1, String_2 and s0 00. 


Enharmonic Shift 

‘This allows you to shift tho display of one selected note with accidentals 39 
that for example an Fi (F sharp) is instead shown as a Gb (G fat) and vice 
versa. Just select the note and use Enharmonic Shift on the mena. 


Changes via MIDI 


‘You can change notes’ properties via MIDI. You can give notes new pitches, 
new Key On Velocity, new Key Off Velocity or all of these at the same 
time, 


Click on the MIDI Connector symbol to activate MIDI Input. Decide what 
you want to change by clicking on any combination ofthe three symbols for 
note and velocity values. 





‘other MIDL 
the first note you want to change, Play your keyboard (or : 
sevice) ed he values fr that noe wil change, Cutas auona tically moves 3 
‘onto the next note in the active Part so tha all you have odo to chat 

‘values is to play the keyboard again, You may activaic a new Part or se 


new note in the same Part at any time. A fast way to move back and fon 


5 
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among the notes to change thein values is 10 use the [+] and [4] keys on the 
computer keyboard, 


Step Programming 


‘You can input notes in sep time. Activate Step by clicking on the foot icon 
in the Functions Bar. The MIDI connecior sitomatically gets activated to 


{indicate that input is supposed to: come via MIDI. 





‘When you activate Sep Input, the MIDI In connector ix 
-ssomatcally tumed on 
‘Note input begins at the Song Position and on the active staff. The notes will 
be spaced according to the Snap value, and will have the length of the 
Quantize value. You may of course change these values at any time during 
the input, 

Play the keyboard and the first note/chord will be input at the Song Position, 
‘When you have released the last key, Cubase advances one step for you to 
input & new note/chord. You may use rewind, fast forward, or enter a new 
‘Song Postion at any time to move input to that Position. You may also 
‘activate another staff at any time, 


‘To move one step without entering any notes, press the {Tab] key on the. 
‘computer keyboard. The key velocities will be read and input with the notes. 
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Edit and Page Mode 


no a everything described abot Score ait has ben ashing that You 
fave had i pu into Edi mode. There sa pop-up menu onthe States 
Ten Score, where the it em i used to switch between the two mds, 
Edit Mode and Page Mode 


5 Scere 
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When you select Page Mode, the Score is displayed ast would be prin 
(on paper, instead of continuing "endlessly" to the right, each staff is cut off 
‘tthe right side of the screen and continues on a fine telow. Exactly how 
‘much ofa staff is printed on one line depends on the page format you have 
selected, see page 21-25, 


|i Page Mode, the scroll bars are only used to move the display around, 
inside one “page”. That means that movement is limited to inside the page 
only. The size ofthis page is set in the Page Senup dialog box, see page 21- 
25, 


The Score for a whole song will probably not fit on one piece of paper so in 
Page Mode you have a small indication of the number of tbe page you are 
curently displaying, at te lower right comer ofthe window. The first page 
ocan't have to have the number "I", you can set this in the Setup dialog 


box, see next page, 





either use the left and right mouse button to 
chp: bo pds nou ilk fed ne ee 
press (Return). When you have input the number a dialog box appears — 
briefly, telling you thatthe program is performing the calculations needed 10 
display the correct page. - 
—— 
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modes and all operations 





You can at any time switch between the tv 
described in the following text can be done in any of the modes. 


Setup 

In the local Score menu on the Functions bar you 
Setup. When you select this item, # dialog box app 
make some seltings that change the appearance of the Score in Page Mode. 


in item called 





lows you to 





Print every bar number 

Normally you have each bar number indicated above the beginning of each 
bar. This setting allows you to make the program only indicate the number 
‘of each n:th bar, for example numbering every fourth one. Use the mouse to 
‘Scroll the whole field, or double click and enter a new value. 


First Page Number 

In this field you simply set the nuraber of the first page, so that the Score 
‘can star on another page than 1. If your computer doesn't have enough 
‘memory for you to work on all the pages you'd like at the same time, you 
fan brake the song up into sections, and use the °First Page Number" feature 
Yomake each section start atthe right page number, 
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Last Page 
you tick this og 





‘oe right margin 


‘When you are finished with the sentings, click OK to verify, of Cancel to 
Tetum to the old settings 


Page Setup 


To make sure that what you See will be what you get when printing you 
Imus start by setting the page format correctly. This is done by selecting 
Page Setup form the File menu, A dialog box appears. Here you can set 
Paper size and orientation, define margins and select a printer driver. 





Paper Size 

CE cn I ey fe pp cme dimensions will be 
shown in the Height and Width fields, If you use some odd size, you can 
also put inthe exact specifications yourself If you activate Landscape (tick) 
‘Cubase assumes that you are using the printer with landscape orientation 
paper (it does not make the program prin sideways). The height and width 


; i hich inthe 
values are shown in centimetres or inches, and you can see w! é 
cmd black bar above each value. IF you want to change this, press the mouse with 


2-5 
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{the pointer over the acmal word (CM or INCH) and select the other option 
from the local menu that appears 


‘These are the indents of the a:tual Score from the paper margins. Symbols 
‘can not be put outside the margins. Remember that most printers also have 
preset margin, because they can't print all the way to the edges of the paper, 


‘The mangins are set using the mouse or keyboard (for example: enter 1.00 
85 [1] .110)), These valves can also be switched between centimetres and 
inches as described above. 


Double size 
"If you activate this option (ticked) the program acts as if the paper was 
double the size it actually is. This means that all notes are half the screen 


size on the printout. 


Printer 

‘These fields display some information about the currently selected "printer 

driver" file, The printer drivers come with Cubase on Disk 2. When you 

‘click anywhere in this part of the dialog box, a file selector appears that 

allows you to select the correct printer driver from disk. See page 2-5 for 

{fore information on how to make sue you are using the comtect printer 
ver. 


‘When you are realy, OK or Cancel your settings by clicking on the correct. 





‘The Page Setup settings are saved with the other Setup values, 50 if you 
‘do these settings once and save them with your DEF.SET or DEF.ALL 
‘have (among other things) the correct printer driver 
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Symbols 


‘When you decide to 

© 10 Print your Score you will probably want to 
caren sac i 
impo indications and so on. This is done using the pen in the toolbox and 


TEL 
% 
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‘The Symbols bution and a small section of the Symbol lis 


‘The Symbols you add to the Score have no effect om the recorded MIDI 
information or the way itis played back. They are only there for 
printout. 


By clicking on the Symbols bution on the Functions bar, you decide to 
display the Symbol list or not. This lst i used to select what kind of symbol. 
{0 input next. Once you have decided on one, by clicking on it, you don't 
hhave to have the Symbol list visible in order to “draw” the symbol on the 
screen, In fact when you input lots of symbols of the same type (eg lyrics) 
the symbol list might even be a hindrance on a small monitor, since it takes 
up a fair bit of the display area, 
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CAET Terr nod Lyrics 
te 
ao 
“= Crescendo 
> Diminuendo (decrescendo) 


+ Damped Nowe 
X Spoken Tone 
© ‘Ditniond note (harmonic) 
8 Tum symbol 


} Triltomamens 
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Jeng. ff you at any point press Control] during the drag, you candirag 
Yertically/horizontally wo set the shape ofthe slurs or the 
creseendo/diminuendo symbol 


oo 








si 
> alae # Till abbreviation 

Gomis 2 Ampegeio 

2 Stem B Ferma (3 it ned) 

~ Teno mn 

A Ascent de68 Prinis fit tempo in Master Track 

> Accent Sforzando 

*  Pizzicato Ws 

Ve Bow up 0 
Dynamic markings, 

Bow down from piano pianissimo 
to forte fortissimo 

2 Thumb pos.cceo), i 

‘tuck (wind/brass) 
Inputting a new Symbol 


Select the Pen from the Toolbox (if itisn't already selected), 


To input a new type of Symbol, select the type from the Symbol list. 









{you are inpuuting a slur, o a crescendo or a diminuendo 
se ibol 
7 (atocaledesesendo) cick andangiionsantocnne cree 
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* you selected the Text symbol and wish to input “free lating” text, 


just click with the pencil anywhere and a dialog box appears. Use the 
‘op line with [Esc], (Backspace) and the arrow key 1 edit the line as 
usual in Cubase. Use the pop-up Font and Size menus to select the 
‘typeface and size you wish 10 use (this can be changed later). If you 
have no extrs fonts installed, the so called System font in sizes 8,9 
and 10 will be your only option. Press [Return] or click Exit and the 
text appears on the “page”. 


* Ifyou are inputting lyrics, proceed as above, but click on the note 
that the word or syllable you are abgut to enter belongs o. The text 
‘will then be positioned below the lowest note of the system, 


AA faster way to input lyrics is to first select one note and input the 
right word or syllable for that, in the dialog box, and before closing 
the bor, press [Tab] on the computer keyboard. The program then 
moves on fo the next note, and displays the text dialog box for that. 
‘When you are finished inpuiting lyrics, just close the dialog box by 
clicking Exit, or pressing (Return). 


it have the 
To input and print text in a certain typeface (font), you bave to| 
corre font fies ready and inaled. Read page 2 to 26 carefully for 
‘more information about fonts, ‘ 


Try to select the right font and sixe from the start, itis pretty tedious to 
to change every silable in a song fo another pefc or pob ie, 
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Selecting Symbols 


‘You can select any number of symbols together with notes if you wish, 
using any of the nove selecting techniques. Slur, crescendi and diminuendi 
ae selected by clicking anywhere on them (but maybe preferably on one of 
the end points), so thatthe handles appear 


——s 
Moving and duplicating Symbols 


Allselected symbols can be moved freely within the "page", one at time or 

~ together (with oF without notes) just drag itheyn to the new location. 
Accents, staccato symbols and lyrics can only be moved vertically, and slurs 
and iminuendi are dragged one handle ata time. If you hold 
down {Control} movement is restricted to inside the boundaries of the statf/ 
system only. If you hold down [Altemate] when you drag you are making 
Copies instead of just moving, but this does not work with slurs, crescendi 
and diminuendi. 


Cutting, Copying and Pasting 


~~: of symbols works as with all other objects in Cubase, This function 
allows you to move a set of symbols from one position to another on the 
‘same page, or from one page to another. Lyrics, accents and staccato 
Symbols, that are normally “chained” to a note, become "free-floating" 
‘objects when pasted. . 


1 
‘Cubase there-are two ways to erase Symbols, 
or [Backspace] on the keyboard, 
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Editing Slurs, Crescendi and Diminuendi 


When you click om 3 crescerido/diminuendo symbol, 10 handles appear. 
‘These are use to move the stat und end point, respectively. 


————_a 


Editing text 





To edit text, just double cick on it and enter new information inthe dialog 

box. that appears, just.as when you put in the text the first ume. To change 

the size or ypeface, jot eect from te menus. lick Exit when you ae 
Finished. 


Page titles and other default text 


Ateach new page, the Track name is printed atthe beginning, above'each 
staff. The number of each nth bar (as defined in the Setup dialog box) is 
also printed out above the staves. This text is always in Dutch fon, 19 
points. 

‘On the frst page, you have a tite (originally the name of the Arrange 


window), and a comment (subtitle) printed outin the middle, above the, 
score. You also have something called the “copyright” text (Could bethe 





‘Score Edit — 
Printing 

Provided that you have your printer connected sind your page definitions 
done correctly, all you need to do to print the score is to make sure. the 
printer is turned on and “selected (if needed; this is done on the panel of the 
printer) and (if you have a pinfeed printer), make sure that the top of a page 
is actually located where printing begins. 


‘Select Print from the File menu, A dialog box appears with » number of 
‘options. You can decide to start printing from any page (remember that the 
first page doesn't have to be number 1), and algo set how many pages to 
print (not how many copies) and to switch between Faster and Better 
‘printing. In faster mode, the printer uses half ofits maximum resolution. 





‘When you are ready, click OK and printing begins. You will be able to see 
hhow the part ofthe score about to be printed is drawn on the screen first. 


‘You can at any time cancel printing by pressing [Esc]. You only need to 
‘Press the key once, but the printer will finish the line itis working on before 
it actually cancels printing. 


Ifthe font files needed for printout are not found by the program automati- 
ally, a dialog box appears asking you to locate the FONTS folder. On a 
floppy system, it may be necessary to take out one of the disks in one of the 
Grives and insert a specially prepared fonts disk (see page 2-6). Once you 
‘have located the folder (click on it) and clicked OK, printout continues, The 
‘Program will then remember where to look for the folder the next time you 
‘Print, so if you have a hard disk or two-floppy ‘system, this procedure might 
‘only be necessary the first time you print, 

definition of 


be scaled (pro- 


sso the printout not being 100% 
ave on screen, but on the other heed, iat 
always as precise as possible, The same is of 
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Faster" mode but then! half the resolution of allsymbolsand. 
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editor differs (rom all the oxhers, Tt allows you to make changes 10 your 
Hest cob pagabnin ‘or mathematical criteria, rather than musical. These 
isno dragging of events, no animated graphics, nothing liko that. You enter 
‘numbers and out comes a result (sort of reminds you of computers, doesn't 
{i2). To master Logical Edit you need a fair amount of knowledge about how 


MIDI messages are built up, 





* Hf youenter Logical Edit from an Arrange window, it operates on the 
‘selected Parts, or, if no Parts are selected, all Parts on the active 

. Ir te gra Gorn Er eros Pare ha 
Editor and uses the setting in the “select” menu in the editor to decide 
‘exactly what events get affected, Just as when using any Function 
“directly in an Editor. 


Before you enter Logical Edit from an Editor, check that the "select" 
‘menu shows the value you wish. 


You enter Logical Edit by selecting it on the Edit menu or by pressing 
{Control)-[L.] on the computer keyboard. What you see is not a window, but 
‘rather a large dialog box that can't be moved or resized. The top row dis- 
Plays text giving you a hint about what (Tracks, Parts) will be affected by 
the editing. 


‘There is also a Reset button on this row. If you click on it, all settings return 
to “normal”, 







Below this, inthe black area you have a number of fields that are used either 


40 set numerical values using the left and right mouse button (and [Shift)) as 
“Usual, orthat pull down a pop-up menu witha few values that can be 





Fight you have a number of buttons performing . 
i hapens unl you cick on one ofthese, = a ts 
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Theory 


‘The principle for Logical Edit is this: First you set up Conditions 

‘used to decide which MIDI messages wil be alfeced and whic seat 
An example of a specified Condition could be “all notes that have a pitch of 
F¥3 and a vel y value that i larger than 37°. Conditions can be set up for 
all aspects of almost all types of MIDI messages. 





‘Ate seting up Conditions, you ether perform a function like Quantzing or 
Deleting on the events that meet the conditions, or you can st up ame or 
note arithmetic Operations. An example of such en Operation would be to 
‘add 7 to all the notes’ note number", which would be the same as transpo- 
sing them all a perfect fifth, 


You can also set direct Results for certain aspects of @ MIDI message, 
Setting a Velocity Result of 78 would give all notes velocity 78 regardless 
of what they were before, or what Operation you set up for velocity. Results 
are used for making up fixed values, 


Below the three fields for Conditions, Operations and Results are two more 
fields, Dynamic and Bar Range. Dynamic is used to make values “ramp” 
from one number to another, and Bar range isa graphical aid for the Bar’ 
Range Condition, 


To the right of all this are a number of buttons actually performning the 
editing of the MIDI data. Mast of them, like Quantize and Delete, only need 
the Conditions to perform their trick. But Transform and Insert alsa use the 


‘Operation and Result sctings, 
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Setting up Conditions 


‘When you first enter Logical Edit, the Conditions are automatically set 
up with the values of the selected event. 


‘There are six columns in the Condition ares of the dialog box. The first is 
called Event and is separated from the others. The Upper field of this pulis 
down 2 pop-up menu used for deciding what rypes of events should be 
allected, The lower field pulls down a menu with the possiblities All, Equal 
or Unequal. If this i set to All, the upper field is grey indicating that all 
types of events will be affected, Selecting Equal allows you to direct the 
‘editing to just one type of event (like to notes only) and selecting, Unequal 
4irects editing to all types but the one selected (like to everything but 
Program Change), 


Forthe next five columns, the top row of fields are probably all set to All 
‘when you first enter Logical Edit. These are Pop-up menus used to set the 
‘Logical Condition used with the Value fields just below each one. Both 
‘Yalues are not used a all times, and non-used values are dimmed (grey). 
‘Here is an explanation of these menu's possibilities: 

All 
All Events in the columns are affected regardless of the set values, so both 








Events that have a value equal tothe set value are affected. Thi 
‘nly one values used, the lower field is therefore dimmed, 


tha hae val tha it equa tthe sx = . 
ans that only on values used, andthe lower ili inne 
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Lower 
Events that have a value that is lower (no "equal o.oF lower) than the set 
value are affected. Only uses top field, 


Inside 
Events that have a value that falls inside the range formed by the two values 
fare affected. You therefore neod to set both fields. 


Outside 
Events that have a value that falls outside the range formed by the two 
values are affected. Uses both fields 


‘The five following columns are named Value 1 and2, Chantel, Length and 
Bar Range. Here is an explanation of each one, 


Value 1 2 
‘This is the same as Vall in the Grid Editor. The exact meaning of this value 
is different for each event type: 


Notes 
‘The Pitch or note number. The value 1 fields show the pitch with small 
letters to the right of the number(like F#3, C2 and so on). 


Poly Pressure 
‘The Ke that was pressed, ls csily found by looking tthe smal leurs 


showing the pitch, 


Saar ot kewl, spayed as a number A ist ofall Conus and ) 


their numbers is found in the chapter "MIDI and Computers’. 


Program Chane program. Many MIDI units dont dspay the tua ee 


sion table is 
Program Change number onthe front panel. A conversion 
the chapter MIDI and Computes. 





ter Touch 
el ‘the amount of pressure. 
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Pitch Bend 
‘The “fine-tune” of the bend. 


Value 2 
‘This is the same as Val2 in the G 
this for each type of event: 


list of the meaning of 





Notes 
‘The velocity of the note. 


Poly Pressure 
The amount of pressure forthe note 


Control Change 
‘The amount of Control Change. 


Program Change 
‘Program Change messages don't have a Value 2. 


After Touch 
‘After Touch messages don't have a Value 2. 


Pitch Bend 
‘The coarse amount of bend. 


‘Channel 
‘Thisis the MIDI Channel stored with the Event, not the one set forthe Part. 


Length 
Only notes have any length, Ths value is displayed in ticks, 


independent- 

an dag a range inthe Bar Range graphic atthe lower part of the 
box. This i done in the same way as when you drag to set the 
in Key, Drum or Grid Edit 





— 
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bctens lie: notes only, that have a pitch of C3, a velocity value 
between 23 and 85, that are not on MIDI Chanel 3 and wey neha them 
‘eeardless oftheir position within each Bar, 


Setting Up Operations 


{F you decide to Transform the evens or Insennew evens (se page 22:10) 
‘You must decide ifthe events that meet the Conditions shoald be recalcula- 
‘ed in any way. This is done seuing an Operator and a Value for each 
alumn. The Operators are found on pap-up ménus to the right ofthe word 
Operator. The Value is displayed below each operator, andi set using the 
left and right mouse buton as usual. You may also use a Variable 1o "move 
values" between columns, 


‘The columns ae the same (Value 1, Value 2 and $0 on) as forthe Condi- 
tions except for the last one whic! is called Position, This means that the 
‘operation will affect the events’ position values so that you are able to move: 
vents and create events at new positions. The integer (Ue number ote left 
of the decimal point) represents ticks (48 means 16th notes; refer to the lst 
‘on page 4-2), 





‘These ae the Possible Operators: 


No-Op 
‘The value is not affected in any way. 


Plus z 
‘A number is added tothe existing. 


Minus : 
‘A number is subtracted from the existing. 
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Mul 

The existing value is muttiptiod by 

Div 

‘The existing valuc it divided by a number 


the Values. They can be set to 





‘The row of fields below the Operaiors av 
integers and two decimals, but the result from the operation 
roundled to integers. The range of the values differ dopendit 


is of course 
‘on the column, 





Ifyou want the outcome ofthe Operation to have any effect, you must 
set the Result field to *** (off) for the column, since the direct Result 
‘settings override (take over) the result of the Operations. 





This operation: 





+=: would transpose all the notes that meet the conditions one octave up and 
‘Sompress their velocity values to 75% of the original, 


Variable 
‘Thetwo "=> A” and "=> B® fields are the Variables, "A" can be dragged to 
the Value 1 field and “B" to the Value 2 field in the Result area, 


Wy0W, for example, drag "=> 8” to the Value 2 Result field, you are 
‘Patching” the result from the operation in the Value I column to the Value 
result If we walked about nots, this would mean that the result from the 
ote value (itch) operations would be used for velocity. 
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Results 


‘The Result eld is used to set. direct, ize value for the ‘fesult. The 
Paty ies vary abit with the column. Channel for example can course 
Only be set to values between 1 and 16. 





The lefimost fel called Event, This i pop-up menu used for transfor. 
(vag events ino any other typeof events, without affecting the values 
(Wall, Val2 and soon), Select he type of Event you warn asm emul 





Setting any ofthe fields to*** (off) means that the Operation. settings 
the ra instead, and if Operations for the columin ise to No-Op, then 
the values aren't changed at all for that column, 


This seting 
SCC PY 
= would tur events that meet the Conditions into notes. It would leave their 


frst value (the pitch) as iis (or as it will become after the Operauon and set 
them all 1o velocity 73. 


Dyn 


Below Result you have a few fields used for setting up changes that result in 
"ramp" from one value to an other, like for example a crescendo ora 
diminyendo, This function involves three things, the Dyn file, the Start and 
End Value and the Stat and End Point, 


et eo 
‘The Start and End points can’t be changed from inside Logical Edit, If you 
‘entered Logical Edit from the Arrange window, they will be the start and 
end of the Part. If you entered it from one of the Editors they will be one of 
three things: the start and end of the Part, the left and right Locator values, 
‘or the Loop boundaries, all depending on how the "select" menu was set it 
the Editor. 
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ic iid change (velocity, note number, Controller value or 
nae) vate ie Teld DYNio te Value Ir Value? fields in the 
Result row. Use the two value fields below to set the Start and End value 
{displayed both as numbers, for non-note events, and as notes), 





Performing the Edits 


‘Once you have set the right Conditions—and in some cases Operations and 
Resulls—you can perform the aciual edit, by clicking on the butions to the 
right. You can make as many edits as you wish without leaving Logical 
Edit These are the possibilities: 


‘The notes that meet the Conditions are Over-Quantized to the Quantize 


value set with the Pop-up menu just above the button, 


Extract 

‘This Function is only active if you selected Logical Edit from the Arrange 
window. I cus the events that meet the Conditions out of the Part, and then 
‘creates new Pan(s) with the extracted events only. These new Part(s) are put 
‘on @ new Track and have the same start and end points as the original(s), 


Copy 

‘This Function is only active if you selected Logical Edit from the Arrange 
‘window. It works just as Extract, only it doesn't cut the events from the 
Pants), it copies them. 


, Delete 
‘The notes that meet the Conditions simply get deleted. 









“This Function is only active if ‘selected Logical Edit from one of the 
abber Edi windows: Key, Drum Gridor Seon T selects the Gren that 
ea fr fre rocesing direc in the editor, after you 
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‘Transform 

The Noles that meet the Conditions have thet values Transformed (he 
changed) according wo the values set in Operations and Results This doesat 
adi! any new events, it just changes the existing ones. you set pan 
Operation on the Position value, this is the same as moving the events, 





Insert 
‘The events that meet the'Condigons get copied, transformed (see sbove) and 
then inserted among the existing events, Tis adds new events tothe Parts) 
IT you for example add to the Position value, his will esult in some son of 
cho effect, 


Undo 
‘This function is only active if you selected Logical Edit from one of the 
‘ther Edit windows. 1 undoes the last function only. 


Exit 
Ifyou click on this button press [Retum| on the computer keyboard, Logical 
Euditcloses. 








Examples 


Lets give 9 few examples ofthe power of Logical Edit All settings not 
included should be as follows: 


Conditions: All : 
Operations: No-Op, values not important 
Result: oe 





Dynamic and Bar Range: Not Important 





Example 1 z 
CONDITION 
EVENT 
After Touch 
OPERATION 
VALUE 1 
Mul 
0.75 
RESULT 
EVENT — VALUE1 VALUE 2 
Control 1 >A 





‘This setting would allow you to change all After Touch Events into Modula- 
tion wheel events while atthe same time scaling the Value, This is useful if 
you have an older synth that may not receive After Touch. The figure in the 
box below “Mut” is used to set the scaling factor. In this example it will 





become 75% of the original value. Click Transform to perform the Transtor- 
mation, 
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Example 2 
CoNnITION 
EVENT — VALUET BAR RANGE 
Note Equal Inside 
373 3.144 
4.48 
OPERATION 
RESULT 


EVENT  VALUE1 





Let's say that you have a snare dium playing on the key CH. This setting 
will allow you to pinpoint all snare drum beats that lie around the fourth 
quarter in each bar and transpose them up two octaves to CH3. This is useful 
if you want to double up the second share drum in each bar in a basic rock 
beat with some other sound. Since this example uses Copy, it assumes that 
you entered Logical Edit from an Arrange window, Click on Copy to make 
up a Part with the copied and transposed beats only. 





Example 3 
CONDITION 

EVENT 

Note 
RESULT 


EVENT VALUE 
a 60 C3 





ate er: 
‘This seiting allows you to make up a bass drum part that exactly follows: 
example a bass parton the selected Track. The value in the Result-Valte 1 
field isthe key you have the bass drum on, Since this example also uses 


22 
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Cony, itassuumes that you entered Logical Edit from an Arrange window. 
Click Copy to create the new bass drum part 
Example 4 “ 
CONDITION 

EVENT 

Note 
RESULT 

EVENT VALUE 2 

se oYN 
DYNAMIC 

START END 

105 93.1.0 8 97.1.0 





‘This setting creates a fade out by adjusting the velocity values during bar 93 
10 97 from a “normal” velocity value of 105 to 0. Click Transform to change 


the Part 
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e=) Dynamic MIDI 
Manager 
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‘ous types of MIDI events. You won't need to 
DI to use the MIDI Manager, but if you want 
Manager Objects, you have to have at least a 
1elp may be found in the chapter MIDI and 

this manual, 


ji ‘Cubase’s MIDI Manager window allows you to control MIDI-equipment for 
| ther functions than the regular "sequencing" ones. tis primarily intended 
f for real-time contro of functions you would normally find on a mixing 
Console, such a5 volume, panning, timbre changes in instruments, control 
Over effect devices and so on. These functions can in some eases be handled 
as recordings of MIDI events from extemal units, but using the MIDE 
| Manager window gives you better control and overview, and lets you do 
things not possible in other ways, 








‘Working in the MIDI Manager window is a kind of editing. You therefore 
have to select a Part before you open up the MIDI Manager. 


‘The MIDI Manager only works with one Part at a time. No recording 
or editing takes place outside the selected Part. It is therefore in most 
cases a good idea to create a long Part (maybe even for the whole Song) 
for your MIDI Manager events. 


If the selected Part already contains MIDI evenis, the Program will 
warn you, since mixed data in the Part is not desirable. The program 
can handle it without problems, but it might lead to confusion. It is 
better to select an empty Part before you enter the MIDI Manager. 


I Manager window works with objects. These objects are graphical 
repeauon ta pte! noel gl oot Ei 
‘These objects send out the kind of MIDI-information you "program" them to 
do, from notes to System Exclusive events. Practically any kind of MIDI 
data can be generated from the MIDI Manager window. 
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4 INPUT HAVESERPLE ON7OFF 








“There is also one type of Object that doesn't output any data a 
Objects, which simiply display some text on the screen 


‘The maximum number of Objects (all types) ina MIDI Manager is 128. 


Creating and Editing Objects 


‘Once you have entered the MIDI Manager window you can decide to create 
‘new objects, manipulate existing ones, save objects or load them in from 
disk. When you are satisfied with the design of your MIDI Manager (called 
the "MIDI Manager Map") you can use the objects and record your actions 
‘as part of your Song. You can store static setups, like the initial volume 
mix forall instruments at the beginning of a song. Or, you can record 
‘dynamic real-time gradual changes like a fade-out, the opening up of a filter 
‘ona synthesizer or a smooth change in timbre on a reverb of similar unit. 
‘Once a certain static mix, or some dynamic changes, are recorded into a 
Pant, that Part can be handled like any other. Which means that you can cut, 
copy, split, merge, duplicate, move or whatever you need to do, to apply that 
‘certain “scene” to any part of your Song. 


‘MIDI Manager Parts (Parts that "have been in the MIDI Manager" or that 
Contain MIDI Manager events) are shown inthe Arrange window with a 
‘mixer symbol in them. ' 
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The events recorded from the MIDI Manager window are acwally not 
MIDI-events. They are Special events, like the Mute, Tet and Stop events 
(Gee page 20-10), When these special events art played back through the 
MIDI Manager objects, MIDI evens ae created and sent ou to your 
equipment, 


Recording MIDI Manager events is not done by pressing the Record 
bution as with regular recording. In fact you can't activate normal 
recording from the MIDI Manager window at all. 


The Toolbox 


‘The MIDI Manager has a Toolbox that appears whem you press the right 
‘mouse button, as in all the other windows. There are six tools. The Play 
Tool is for Playing the Objects, for example moving faders and pressing 
Switches, The Create Tool is for creating new Objects and the Edit Tool is 
{or editing existing objects. The remaining three tools are for erasing MIDI 
Manager events in different ways. 


‘The Create Tool 






































Creating a MIDI Manager Object 


‘Select the Create Tool. Click once in a free area of the window to position 

the object (it can be moved later). A dialog box opens up where you can 

change a number of parameters for that specific object. These parameters 

ase decribed Iter it thes Exit te dah ae ct 
lic OK or) {Retum] on the computer keyboard. 

dati, You can dag arecangle to make up the sie ofthe object athe 

same time as creating it. 
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Selecting Objects 


all you have to do to select one 





+ Ifyou have the Edit Too! selected, 
Object is to click on it 





© Tool, you have to hold 





+ Ifyou are using the Play Too! or the Cre 
down (Shift) while selecting. 


More Objects can be selected and de-selected by holding down the (Shift) 
Key while clicking, or by using the Edit Tool or Play Tool to enclose them in 
a rectangle, just as when selecting Parts or Events (in for example Key Edit), 
you have the Play Tool selected you have to hold down [Shift] while 
making up the rectangle, 


Sizing an Object 


‘When you select an Object using the Edit Tool or the Create Tool, a small 
handle appears at its Inwer right comer. Use this to change the size of the 


Object. 


Moving an Object 


‘To arrange all your Objects into a neat display, you need to move them 
‘around. This is done by selecting the Objects you want to move, and then 
‘Gragging with the Edit or Create Tool positioned anywhere on one of the 
‘Objects (except on a sizing handle, of course), 


Nomnally, movement is restricted to invisible gridines, eight pixels apart (a 
Pal sth smallest black and white dot on the seeen). This makes itcasiet. 
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Duplicating an Object 
If you hold down (Alternate) on the ‘computer keyboard and drag an Object 
is when moving, you are creating a copy of the dragged ‘object. When you 
release the mouse, the same dialog box opens up as when ‘you create a new 
object 
Editing an Existing Object 
‘There are two ‘ways to do this: 

Select the Edit Too! of the Create Tool from the toolbox. Double 

slick on the abject. 


* Select one object (if one isn't already selected) and press (Controll-{} 
on the computer keyboard, 





In either case, the same dialog box appears as when you create a new 
Object. 


Deleting Objects 


Thisis also done asin all other cases in Cubase. Select the Objects and press. 
[Backspace] or [Delete or select Delete Object from the Edit menu, 


Loading and Saving Objects 

‘You can load in a MIDI Manager Map from disk by selecting Open and then 
clicking on “MIDI Manager Map” in he log box that allows Selec 
‘MIDI Manager file on disk and a new dialog box asks you if you wish 1 
‘dd (merge) the loaded objects to the existing, or if you want the loaded 
‘objects to replace the ones you have. 


all the 
‘When you save a MIDI Manager Map, you can choose to save 
jets o ju the selected ones (cape 25 forme infomation on 
‘Save and Open). This in combination with the "Load and feature 


allows you to combine existing MIDI Manager Maps in any way: 
Cubase 
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An example 


Before we go into the details of the dialog box, let's create one fader that is 
used to output MIDI Volume. 





+ Inthe Arrange window, select « that allows you to play on one 
of your synthesizers, and remember which MIDI Channel and Output 
itreceives on. Make sure that the synthesizer reacts to information on 


that Channel and Output. 








Create an empty Partin the Arrange window, make sure itis 
selected, and open up the MIDI Manager by selecting the MIDI 


‘Manager item from the Edit menu. 


If there are already Objects there, use the Select All command on the 
Edit menu, and press [Backspace] to remove them all. 


Select the Create Tool and click somewhere in the MIDI Manager 
window. 


‘Click in the Name field at the top left of the dialog box that appears 
‘and enter the name "VOLUME" and click once with the mouse. 


* To the right of this, select the same MIDI Channel and Output as for 
the active Track in the Arrange window. 


INSTRUMENT CHANNEL 
° A Jocal menu pops up when you click on the field below the text 
EXTERNAL CONTROLLER, Select Modulation a). 






OUTPUT 
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‘The Status Byte ficld below is also a local menu. Click on itand 


select CtriChange From the Entra meni beside i, select 
Moinvolume 


Status Byte] [Extra 














‘The Input line below should now read 80,07 HH. If for some reason 
itdoesn', you can elick on it, pres (Esc) and type BOOTX and cick 


‘once with the mouse: 


BO OU Ry ey 
[Ctr i Change, Mainvolume, Var it 























Select the type of object by clicking on one of the graphical symbols 
below. Choose the vertical fader, the leftmost type, this time, 


‘Check that the Min and Max values ure 0 and 127, that name and 
instrument are buth shown (ticked) and then click OK or press 


[Retum|, 






VALUE MANE 








‘Dynamic MIDI Manager =. 
——Dynamic MIDI Manager 
+ Thedialog box closes and a very short fatler appears on the screen, : 1 Manager 
oF adie, the External Co 
Click on it to select it, and use the mouse to drag the handle, salsa bs Coe eee 
black square at the lower right comer of the fader, downwards, so {atthe Moxulation wheel now consols MIDI Volume on your 
that the fader becomes as long as you want it to be. You have now = 2 Synth, via the object you have created. 


Congratulations! If eve ir 

: Ot wither station anemone 
y m. Save it if you wish, 

Pit Petes’ by changing he vals inthe og Box see whee 


mas 


Click on the MODE button at the top of the MIDI Manager window 
until itsays Local (not Write or Replace), This allows you to play 
around with the fader without recording anything. 


* Select the Play Too! from the Toolbox. = 


Move the fader up and down by dragging its handle, while playing 
your instrument. The volume of the sound should change with the 
‘movement ofthe fader. If it doesn't, check thatthe instrument is set 
to receive Controllers (and especially number 7, MIDI Volume) on 
the right MIDI Channel, Also, some very old synths may not be able 
‘to react to MIDI Volume at all. 


‘created a fader that outputs MIDI Volume on the selected MIDI 











‘Try moving the Modulation wheel or lever on the instrument you are 
(the Object has to be selected for this to work). This should 

ake the fader handle move, since you have selected 

as an 
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The Object Dialog Box 


text, and don't feel intimidated by its 


Read as much as you wish of this 


! nature. If you 't wish to 5 
sec namic luput Line andthe different types of messoges and 


concentrate on the Status Byte and Extra menus and the Learn func- 
tion, since these features alone allow you to make an object 
typing a single number! i 


————__onsecr-ver nitive 


o___| === = = | | arent | 
one ° T 


into heavy MIDI-hacking, skip 





ithout 








) SS ec 
{ney | 


m8 | —_- BY name | E 
fiz? | Av insta i 






‘There are quite a few parameters that you can set for each object, all found 
in this dialog box. Value fields are changed as usual, either using the left 
‘and right mouse button (maybe in combination with (Shift)) or by double 
‘clicking and entering the yalue from the computer keyboard, Text fields can 
bbe clicked on, and the text is edited as usual, There are also local menus and 
‘an Input Line and an Info Line in this dialog box. 
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Main Parameters 


Name 


Tus simply the Objects nam You edit the name directly in this el 
welve characters are maximum, For Text Objects thi 
tion you nesd to input 





Instrument Channel and Output 
Each Object can output toa different MIDI Channel and Output. And the 


Combination of Channel and Output can of course be handled as an Instru 
Meni, as usual 











‘The Channe! value does not apply io System Exclusive (Sys Ex) messages 
since these are not sent on regular MIDI Channels 


External Controtter 

The Objects can be used directly on the screen, you can for instance use the 
‘mouse to operate a fader (we call that "Playing" the Object, to separate it 
from moving it, which is something else). But you can also control the 
Objects via MIDI. You may have one or more units in your setup that can 
transmit Controller messages. This can be the data slider on your synth, 
breath controller, a foot-pedal, a foot-switch, a modulation whee! or some 
Lint specifically designed for sending out Continuous Contaoller events, 
such as the JL Cooper FaderMaster. Some MIDI Keyboards like the Roland. 
‘A-50) and A-80 and the Akai MX-76 also have several sliders and switches 
on them that can send out Controller messages, 


Assigning for example the Modulation wheel on a synth as an External 
Controller fora fader, allows you to remotely control almost any parameter 
‘on a synth from that Modulation wheel, and record the changes in Cubase. 


‘Select the Controller number you wish to use for external contol of this 
‘object. This can be done either from the local menu tothe left or by chan- 
ging the number (as usual) to the right, 


‘Observe that which MIDI Channel the Controller is coming in on is ir= 
relevant. You therefore have to give each object different Controtler 


numbers. 
External Controllers only work on selected Objects, see page 22b-28. 
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Master Group 
You can group several objec 
‘regular mixing console. You 


4s, $0 that they behave a bit like groups on a 

‘have one Master Object and as many Slave 

Objects f - All Objects with 
‘as you like. Use this value field to enter a number. Al 

the samne Master Group number are considered to belong 10 the same Group. 

Nomber 0is also a Group. so when you start with new objects they are all 


“members” of Group 0. 





If you set this Pos, the fader will move in the same direction as the 
“Master. If you set it to Neg, it will move in the opposite direction. If this 


‘Object isthe Master this parameter has no effect. 


~ You use the parameter “Master” at the lower right comer of the dialog box 
to select which object is the Master Object. See page 22b-27. 


MIDI Message 


‘The Input- and Info Lines, the Status Byte and Extra menus 
‘This isthe core of the object. You use these parameters to decide what MIDI 
messages the object should send out. 


8,88, KH 
of BPO haan 


If you are a real MIDI-hacker you can just type in the message on the Input 
‘Line (the top line), Click once on the Input Line and use the [<-], (9), [Esc] 
and (Backspace) keys as with all text. The commas are always there to 
‘separate the bytes so that the line is easier to read, you don't have to type 
them yourself. Once you click with the mouse on the Info Line, the text is 
interpreted and displayed there. 


' 
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1 you are not used to typing bexa-decimal numbers (who is? 

na menus there to help you, nes called Status Drei ELL 

7 fis ofthe possible stats bytes, as deserbed below. Select one 

fii! it appears onthe line, Beside this is another menu, called Extra, Tis 

NPs you with ling out the rst ofthe “form. What yo find on this menu 
ends on what kind of status byte you have selecied or typed in, a5, 

‘described foreach MIDI Message Inter inthis ext . 


Text and Master Objects don't have to hav 
pee i ave to have a MIDI Message on the Input 


General rules for the messages 


‘All MIDI messages start with a status byte, a byte that tells what kind of 
‘message it is (notes, program change, aftertouclpressure and so on). After 
this follow one or more data bytes, the values, which represent for example 
“which key”, "how much pressure" aiid so on. 


Everything on the Input Line is in hexa-decimal format. This means that 
‘only numbers 0 to 9 and characters A to F (which means 10 t0 15 in 
decimal notation) can be entered. You can type upper case (A-F) or lower 
case (@-f) leters, it doesn't matter which, When hexa-decimal numbers are 
indicated inthis manual, the number (or letter) is followed by a subscript 
"16". 127 (decimal) is consequently written like this: 7F16. There are other 
‘ways of indicating hexa-decimal format also, (for example by a prefix Sora 
suffix H or h) but the subscript format is used in the following text, 


A table for conversion between Decimal, Hexa-Decimal and Binary formats 
is found on page 22b-37. Different manufacturers use different formats. 
(decimal, binary, hexadecimal) in their documentation, so use this table 10 
‘convert to hexa-decimal when you are copying messages from an operation, 
‘manual or similar, 


Each two characters between commas on the Input Line represent a byte, a 
‘number between 0 and 255, The idea by using hexa-decimal format 
only takes two "digits" to represent al values between 0 and 255, The by 
‘on the Input Line form the MIDI message sent out. Somewhere in your 
‘message you must enter XX (or xx). This is the variable, the value that 
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changes when you use the object. Ifthe object for example is a fader, this, 
‘will be the position of the fader, the value that changes when you Play it 


“Lot's say that you type in'90,3C,HH and move the fader handle from 
position 8 to 9, This will make the fader send out 90300916. The first two 
bytes are the ones you typed in, the third byte is the now position of the 
fader. 


= AIL MIDI messages begin with a siams byte, a code telling what type 
‘of message itis. 


+ Afier that comes one, two ore more data bytes. These are always 
between 0016 and 7F16 (0 10 127 decimal). 


+ Most MIDI messages contain a MIDI Channel number as a part of 
the Status byte. If the message on the Input Line is one of those, the 
‘Object will always send out its messages on the MIDI Channel 
selected atthe atthe top of the dialog box. Just as when you set a 
playback MIDI Channel for a Track in the Arrange window. 





(Those of you who read fluent MIDI may know that the least significant 
ee aioe ier deer mae 
hich number you enter here, itis always replaced by the channel number 
‘Seal the top of the dialog box). ee 


‘When you have typed or used the menus (or a combination of both techni- 
es) to enter a message, you should click the mouse or press [Return] to let 
ck for errors. Such errors could be: Other characters than the 
than one status byte, no XX (variable) field, and so on, 

n you so that you can correct the mistake, 








Dynamic MIDI Manager 


Not 


Na On es 
On messages stan wih 016, te megs tit wh 
‘Status Byte menu always enters Note On status (9016). is 





Alter the status byte should follow a note 
£ s Humber (which key) and a velocity 
‘umber. These both range from 0 to 127 (0016 to 7F16) 
‘ yer eps 
cither one with the variable XX. ype 


90,40,27F 

‘The Now On Stas Byte ] 
The Note number | 
‘The Velocity value! 


‘The Extramenu is not used for Notes. 


Sending out streams of Note Ons from for example a fader to your syn- 
thesizers, may not be such a good idea, since this will turn on a lot of 
Rotes without turning them off. But some MIDI mixing systems use 
Note messages to control yolume and other functions, with for example 
‘one note number for each fader and the velocity value representing the 
faders position. 








Poly Pressure 
‘This is a type of key pressure that i individual for each key. The first byte 
you get, when you select Poly-Press from the Status Byte menu, is AO16. 


‘After the status byte follows two data bytes, one that tells which key, and 
‘one that represents the amount of pressure. This can normally be used ta 
control a number of parameters in synthesizer, such as volume, vibrato or 
filter frequency. Use this instead of Channel Pressure (Aftertouch, S82 
below) if you wish to have individual control of certain notes, 
fA0,2B,42 

‘The Poly Presswe atws By! 

The Hote mumbo m 

The Pressvre valve 


‘The Extra menu is not used for Poly Pressure, 
Cubase 
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This is the most obvious purpose for the MIDI Manager window. Contro 


Jers can be used for almost any function, You will find a general discussion 
‘on page 27-27 in this manual. 


‘Controller messages start with BOI6 so this is what you get if you select 
CiriChange from the Status Byte menu. 


The second byte is the number of the Controller. If you have entered the 
‘status byte for Controllers, and pull down the Extra meno, a list of all 
Controllers (by their names) appears. Select the one you want 

pend 

Foot Ctrt 

Porta.time 

DataEntMsB 

Meinvolume 

Balance 

Control 9 

Pon 


‘The last byte in a Controller message is the value for the selected Controller, 
‘and this is probably where you will put your XXs, so that the Object can be 
‘used for adjusting the value of the Controller, 


80,07,00 
‘The Chis Change Stas Byte 
‘The numberof the Controller 
‘The value 


‘Amexample: Let's say that you want to create a volume mixer for four 
‘synths (or synth sounds on amulti-timbral unit) that receive ona MIDI Channel 
‘tach, eg MIDI Channel 1 to4, You don't know everything about the different 

c Objects and how to use them yet, but anyway, First you create one 

‘is set 10 send out on MIDI Channel 1 and that generates the 
essage BO,07,HH, as in the example on page 22b-8. 0716 (the 
‘is Main (MIDI) Volume as you can sce on the Extra menu, and 
e ‘Tocreate the other three volume controls, 
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all you have to dois to duplicate the Obj 
pject three times and change the MIDI 
‘Channel number in each Objects dialog box. Simple, wasn it 


Controllers can be used for almost any purpose. As described on page 27.27 
{027-29 ofthis manual, some of them are defined by the MIDI standard and 
cers. are not. Many symuhesizer and effect units (ike reverb) can be 
Programmed to react wo controller messages, and MIDI-conolled mixer 
Systems use them for faders, knobs and other controls, Figuring oul exactly 
‘hich Controller number does what may take some searching in the units 
Peration manual, but the information should definitely be there. Often, on 
for example.a signal processor, you can assign numbers to parameters 
Yourself, like one Controller number for reverb volume, anouher for reverb 
ecay, and so on. If you do this, start with the Controllee numbers reserved 
for “user experimenting” 16-19 (1016-1316), and 80-83 (5016 t 3316) to 
void number conflicts with other units. Remember that you may use the 
‘same Controller number for two different purposes on two different units as 
long as they receive on different MIDI Channels. 


Program Change 
‘These messages are normally used to make an extemal unit switch io 
another Program (sometimes called Patch, Timbre, Set, Instrument, Combi- 
nation or something else). They stant with CO16, Program Change messages 
‘only have one value (the Program Number), so after the status byte is where 
‘your XX's go. 


c0,4B 


“The Poa Change Sus Byiet 
‘The number ofthe Program 
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SY Ex messages always start with FOI6, and after Hat comes a number 








fis Olea ¢alled Channel Afteriouch or Channel Pressure. The first byte Which represen he a 
isDOI6. 
the same amount and can often be 
‘Channel Aftertouch affects all notes by 
ions like vibrato amount, volume, filter cutoff and so on. 
used for functions F0,40,00...00,F7 
00,7F Sys Ex Bopinat | 
A ap ee ‘The mumber ofthe minatueturer! | 
‘The Amount of Pressure: Almost anything 
End Of Exclusive COX)! 
Pitch Bend Sys Ex is mosul used fe thins 
d ~~ iyrewile Pach Ged used for two things, Sending out and receiving complete 
Ifyou have’ dani this far es your kaso ae eas BOI te ihe) oss ‘Timbres..) to and fom a unit, and for changing indivi- 
was before you started reading! The status cov eee et You probably could make a MIDI Manager Objeet ask ¢ 
Se Sg ar epee melee fine ' Synthesizer to give away a copy of all the settings in all. Programs or some- 
changes, The coarse value (the second data byte) represents ‘swing of thing like that, but Satellite (the ‘Accessory program that comes free with 
Cubase) is better suited for tha. The System Exclusive messages you will 


pitch bend wheel with 0016 as full negative, 4016 as middle (no pitch 
‘bend) and 7F16 as full positive swing. Within each of these steps you can 
fine tune the bend by setting the first data byte to anything between 0016 
and 7F16. To create normal pitch bend you would probably change the 
‘Second byte, which means that the line should look like this 0,00,8H. 





£0,00,40 Device Number, whi the same as a MIDI Channel number, Its 
The Pich Bend Sttus Bye used if you have two units of the same model and wish tobe able to address 
them individually. This number is. ‘often set with a parameter on the unit 


called “Global MIDI Channel" or "Device Number’, "ID Number" or 
Something like that After this comes a umber the manufecturer uses to 
identify the model (Ensoniq has one number forthe EPS, one forthe $Q-80, 


Fine Change! 
Coarse Change! 





‘What we have described up to now is often called the "System Exclusive 
‘called a “device number”) but this may be found header”. After that comes a code telling tat you want to access paramilers, 
‘message and Cubase is therefore not able to find it and followed by a number telling exactly which parameter, 


the Channel number set atthe top of the box. But, Sys the value of it (his is where your XX goes), And finally 
‘Of course be sent to any Output. = 
fo enter the right Channel number directly, > 
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Exclusive (F716), All in all a message of something between six and twenty 


bytes, 

To make this work, you must set the receiving unit to receive System 
Exclusive messages and make sure that any “Global MIDI Channel”, 
"Device Number” or “ID Number” is correct. Also save a copy of the 
programs in the unit before starting to experiment, since instruments have 
‘been known to misbehave when sent incorrectly formatted data. 


‘Often information on how to build up System Exclusive messages is found 
‘in the back of the unit's operation manual (in fine print!). Otherwise, it can 
‘always be requested from the manufacturer. Either way, it is no light 
reading! 

‘The Extra menu works in a pretty special way for the System Exclusive 
messages. Duc to MIDI's nature, you can't send data bytes with values 
higher than 127 (7F16), Many parameters on synthesizers vary between 
larger numbers than that (or example -99 to +99) so Cubase has a few tricks 
up its sleeve (or rather up the Extra menu) to make an object able to send the 
full range of values for that parameter although the objects max and min 
values are always 0 and 127. Let's get technical: 


‘No Function, ‘The variable is not converted. 
Lxp-Unl and Lxp-B, These two wre for the Lexicon LXP-1. More 
‘information is found in the LXP-1 operation manual. 
‘MIDI Byte > 2Nybbles. A byte formed as « MIDI byte (0 to 127 only) is 
‘converted into two nybbles (four-bit packages) 
‘each sent out in the MIDI format. 
‘As above but the variable extrapolated to a full 
byte, ie a byte ranging from 0 10 255, This is then 
‘converted into two nybbles, The Ensoniq VFX uses 
this format. 
‘The variable i extrapolated to a 14 bit 
"bipolar" (allowing + and — settings) value for 
tise withthe Korg M- and T-series synthesizers. 
‘The variable is extrapolated to a full byte (0 to 
255) and the most significant bit is sent out with 
the first byte, and the rest of the value is sent 
‘out withthe second byte. Oberheim uses this 
ormat with eg the Matrix synthesizers, 


© use any of the data formats described above (except No 
>), Put the Variable (XX) in where the section of the Sys Ex 
Cubase 


Full Byte -> 2 Nybbles, 


ISB (Korg. 
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This is no onthe menu, but some $3 

but some synths nei a 
Checksum for each Sys Ex message, Ths is automa 
‘ally sent out to Roland D-10, 5:20, 0.30, besyn 
MT-32, CM-64 and 5.550, a 


Learn 


{Cis not all the time that you know exactly which controller number or note 
Iumbet you want an Object to send out. Qn for example a MIDI Contlled 
‘mixing console, each fader may send out a message that could either be 
Cenain note number with different velocities or some Controller number 
with different values In these cases, the Cubase Leam function wil help 
‘YOU Out. This method works with Notes, Controllers and System Exclusive 
‘messages. It can be applied to many situations, 


* Check that the unit's MIDI Our is connected to Cubase, 
With the Object dialog box open, move the fader play the key, tur 
the knob, or do whatever you need to do to input a couple of 
‘examples of the MIDI message you want the Object to send out. 

a Click ‘on Learn. On the input line you should now have a complete 
‘message, with the right Note number, Controller number, or a System 
Exclusive “string”, with an XX inserted at the correct ‘Position, 


‘The MIDI Channel isnot "Learned", you have to set that yourself, 


‘About "Learning" System Exclusive messages 

+ Only some synthesizers send out System Exclusive messages when 
you edit parameters on the front panel, If it does, this would then be. 
the same message that you should send in to the unit to change that 
parameter via MIDI, This allows Cubase to automatically lean how 
such 3 message should be built up. 

+ Thesending of Sys Ex messages from a unit ean normally be tumed_ 
‘on or off. Make sure itis tumed on, f 

+ Tossend out the right message you must select the parameter 

cane “heed and changes value couple of times up and 
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Do not confuse this with the Controller messages that are normally 

sent out just because you move the Data Entry knob or slider, or use 
the Up and Down or + and — keys‘on a unit (Controller number 6, 96 


and 97), 
Click on Learn as described above. The decoded version on the Info 
Line should atleast begin with Sys Ex, most likely followed by the 


manufacturers name, 
This method is not fool-proof since different manufacturers build up 


their messages differently and by their own rules, so only 
experimentation can tell if it works, 


Object Appearence parameters 


‘The next round of parameters affect the Object's looks and behaviors on the 
screen. 


Object types 
‘The five icons represent: 
Vertical fader, a replica of a regular mixer fader, The current value is 


displayed in the "handle", 








‘Horizontal fader, -same as above but moving horizontally, 
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Dial, knob that can be tured by first licking om it and then moving the 
‘Mouse down orto the right (or both) to increase the current valve, or upto 


gy Br ltt tecrease it Tis kod may also have a center marking above 
"(see Justification, next page) 


On/Off Switch. When you “press” this switch (click oni), the set maxi- 
‘mum value is sent out (see below). When you “press” again, the minimum 


value is semt out, 
Display. This isa replica of an LCD display that can also be used to send 
‘out values, Use the left and right mouse bution to in/decrease the values. 


0 
08 


Text 
‘These Objects don't Ourput any data. Use them to create names, comments, 


borders and other things that make your MIDI Manager Map simply !ook 
‘better. The only information in the dialog box that is valid for a Text Object 


is the name atthe top. 
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values " 
Yon ‘can seta minimum and maximum value for the Object. The maximum 


range is 0 10 127. The minimum range is wo adjacent numbers, for example 
Gand 7 for all objects except Switches. For Switches you can set the same 
‘min and mix value, which allows you to send! out exactly the same message 
‘each time you click on the switch. Use this for Static Controller messages 
System Exclusive messages that should 











Many other System Exclusive functions change between and 1, so you 
could eg make up an On/Off Switch that sends out these values when you 
click on it. Another example: some Controller switches (like Sustain Pedal) 
‘should have 0 for off and 127 for on, Use a Switch for this with 0 and 127 as 


‘min and max settings. 


If you wish you can also name the min and max values in the two small 
‘name-fields to the right of each value, These names are then shown beside 
the end positions for the faders and the dial, 


Show 
‘By clicking in these two fields you can decide if the Object’s name (as 
‘entered at the top of the dialog box) and Instrument setting (Output and 
‘MIDI Channel) should be displayed with the Object or not. 


Justification 

For Dials you can decide if you want the center value indicated graphically 

‘thove the knob. Some Controller messages, {ike Pan and Balance, are 

‘ounenient to think of as having centr values (or example “no panning" 
Changes that g0 up or down" (pan lef, pan right) from that position, 

For those you should select Centered Justification, 
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Master 
‘This sting is used with Grouped Objects, se page 226-14, Here you can 
‘make the Object you are editing the Master of the Group, by seating this 
value to anything but Off, 


‘ink means thatthe Slave Objects take on these valde asthe Master. 


Prop means that the slave Objects move as much as the Maser, but each 
‘one keeping its relative distance to the Master 


Use the first option wine you want to Link several funtion for example 
the panning of several sounds, and the second option when yu for example 
‘want {0 use one fader 10 control the individual volumes of many sounds, a5 
‘when using Groups on a regular mixing console. If you leave the Inpit ine 
blank for a Master Object you have made it a dedicated Master Object that 
only controls other Objects, 


Getting Out Of the Dialog Box 


‘Once you're finished with all settings, click OK or press [Return] to exit the 
dialog box, and display the Object. You may at any time double-click with 
the Edit Tool on the Object again (or select it and press (Contol}-{1}) and. 
change its atnibutes, 


‘The current MIDI Manager Map is saved with the Setup or the Song as 
described in Chapter 25, 
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Playing the Objects 


make sure that you don't record any sictions at this point, 
diets onthe MODE switch below he en bar, until it says Local (not 
Write or Replace). 





To actually Play an Object, select the Play Tool from the toolbox. 


+ Ifthe Object isa fader, drag the handle up and down or sideways 
‘with the left mouse bution. Or click directly somewhere on the fader, 
~~ and the handle jumps there, 


+ Ifitis a dial, hold the tool over it, press the left mouse button and 
drag down/ight to increase the value or up/left to decrease (see page 
22-25). 


* __ Ifitis an On/Off Switch you change the value by clicking on it with 
the Jef mouse bution, 


* Hf itiea display you indecrease the value by pressing the lefvtight 
‘mouse button over the Object. 


* You can also change the value of one selected Object with the (1) or 
‘(2 keys on the computer keyboard. Selecting is done either by 
clicking with the Edit Tool, or withthe Play Tool and {Shift pressed. 







Objects move with it, 
‘you can Play the Master without 
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Ie the Objects to send out messages in realtime {0 your equipment while 
Cacti playing nothing is recorded in Local one ee an operate 


GR, Cites: from the MIDI Manager as fom am 
that 





Snapshots 


Ifyou have set all the Objects to values that make ‘up a static mix, you can 
Save this mix as-a Snapshor, 


{F you want a Snapshot ofall Objects, make sure that none of them 
‘aw selected. If you want to take a Snapshot of just some Objeics, 
select these, 


* Glick once’on the camera icon aid your new Snapshot appears beside 
it Cubase selects an appropriate picture foreach Snapshot for you! 





‘This doesn’t mean that the Snapshot is recorded as a permanent part of 
‘your music, see Recording a Snapshot, page 226-32, 


* Ifyou wish to reprogram a Snapshor, setup the Objects, hold down 
(Shift) and click on the Snapshot you want to replace, using the left 
‘mouse bution, The new settings are now stored in that Snapshot i 


‘ ‘delete a Snapshot, cick with the right. ution on one of the 
Ss deci ee cs 
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Naming Snapshots 


If you double-click on a Snapshot, a dialog box opens up where you can 
‘emer a (short) name as ususal. 


Recording In General 


‘There are two main types of MIDI Manager recording. The first is to record 
static mix that for example sets up Your instruments at the beginning of the 
‘Song. This can either be done by just putting the MIDI Manager into Write 
mode and setting the Objects as you wish to have them while Cubase is 
Stopped at a certain Position, or by recalling a Snapshot in Write mode. The 
second type is recording of dynamic changes, This is done by Playing the 
‘Objects while the music is playing. Either way, events are recorded that 
‘epresent the Objects and their values at some point. Static mixes are 
‘ecorded as one event per Object. Dynamic changes like fade-ins and fade 
‘outs create many events per Object. Remember the following: 


+ Itis easy to create a large number of events from the MIDI 
‘Manager. Cubase can handle the output, but it is not sure that 
MIDI can, System Exclusive messages are long MIDI messages, 
and if you only use one Output you might run into problems with 
MIDI delays. If something can be achieved with a Static mix, this 
is preferred to a Dynamic recording. 


* — Hyou don't wanta true "fade", but rather a direct change in 
‘Yalue, you should click somewhere on a fader to make the handle 
ime there (instead of dragging the handle there). This creates 


* Use the MIDI Manager's Quantize value (on the Options menu, 
than ya at to make sre that ot more events re recorded 


S always have timing priority over other events, so f 
change shouldbe put slightly before the note, 


Cubase 
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M vow have System Exclusive messages in Snapshot or static 
conc card them slightly enrly, since many synthesizers need 
Some time to process System Exclusive data, 


.y0u have made a large Snapshot or static recording that sets 
UP all your synthesizers atthe beginning of a Song (remember 
{hat you cam have up to 128 Objects!) record it inn one bar 

sete, ‘avoid MIDI hiccups at the first downbeat of the 





‘And, remember that you do not use the regular Record button 
for recording MIDI Manager Events, 


Recording and Editing Static Mixes 


By Playing the Objects 


* Move to the Song Position where you want to insert a new mix. 
Make sure you stay within the Pant! 


* Make sure Cubase is stopped. 


* Put the MIDI Manager in “recording” mode by clicking on the 
MODE button below the menu bar until it says Write. 


* Set the Objects to the desired values. Only the ones you acnually use. 
are recorded. You may move ¢g a fader up and down as much as you 
ish, itis only the last setting (the one you leave the Object at) that is 
recorded. This is stored as a Special MIDI Manager Event at the 
‘Current Song Position; one event is created for each Object you 


move, 

+ When you are finished, either switch back to Local Mode, or move 
‘somewhere else to Write another mix. When you play back the 
musi, al uhe Objects wil be updated athe comect postion, 


To make your Object recording play back, you have to have th 
‘Manager in Write or Replace Mode. 
Cubase 
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By Recalling a Snapshot 


You can also Write a complete Snapshot, which records one event for each 
‘Object. This can be done in two ways 
setting up the Objects, click on the 





+ Proceed as above, but insieai ¢ 
Snapshot icon that recalls the right Snapshot 


Put The MIDI Manager in Write Mode. Start Playback. When the 
Music reaches the right Position, recall the Snapshot on the fly. You 
‘can recall as many Snapshots as you like during one “take”, they will 
all be recorded at the right Positions, Just remember to stay within 
the Pan! Stop Playback when you are finished and switch back to 
Local Mode or keep recording as described above. 


Ifyou later re-program a Snapshot, this doesn't automatically change 
‘your recording in any way. 


Replacing a Static Mix 


4m Replace Mode, Cubase records no new data, but replaces the values of 
existing MIDI Manager Events. This is useful if you for instance have 
‘recorded a static mix at the beginning of a Song and decide that one of the 
Yolumes is too low, of for some other reason want to make changes to 
‘vents already recorded, Replacing is best done while ‘Cubase is stopped. 


* Mave to the same Postion as, or some Position just after the event(s) 
‘that you want to replace, 


D ‘Set the MIDI Manager to Replace ‘Mode by clicking on the 


x erie Obits tothe new vale), or eal a complete Snapshot. 
Guise now tracks your recording backwards from the euro, 
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Recording and Editing Dynamic 
Changes 
You can also record any Object-actions white the music is pla 


allows you to create dynamic changes 
You can control via an Object. 






Put the MIDI Manager in “recording” mode by clicking on the 
MODE button below the menu bar until it says Write 


Siart Cubase at any Position, in Cycle Mode if you with, Play the 
Objects, Remember to stay within the Part 


‘sctions are now recorded 
back the musi, the 
Objects will move as they did When you used them, and their MIDE 





‘To make your Object recording play back, you have to have the MIDL 
Manager in Write or Replace Mode. 


Redoing a Dynamic Recording 


If you're not satisfied with what you did, you may decide to edo the whole 
take. Use any of the methods described later to erase events for ane or more. 
Objects and redo the take. 


Punching In on Dynamic Recordings 
Ifyou record the actions of an Object again, in Write mode, you can punch- 
in on each Object. Ths is how it works: 


As long as you keep the mouse button pressed over one Object, the old. 
events created with that Object are erased and new ones are putin if you for 
‘example Play the fader during the take. This means that you ean easily 


Cubase 





Dynamic MIDI Manager 


Feplace 6g ane fader movement among many, by just redoing it. As soon as 
‘you release the mouse you have punched out 


Deleting MIDI Manager Events 


‘You have several Options here. 


* You have three tools inthe Tool Box for deleting all events created 
‘by one Object. These in turn delete: 
1. All events from the current Song Position to the end of the Part 
2. Allevents from the beginning of the Part up to the current Song 
Position. 
3, All-events in the Part inside the Locators, 





‘Select the appropriate tool, and click on the Object that produced the 
events, 


* You can pull down the Local menu and select "Delete Range”, This 
Deletes all MIDI Manager events (for all Objects) between the Left 
‘and Right Locator within the Par. 

* You can Exit the MIDI Manager window and either delete the whole 
Par or specific events from Grid Edit or Logical Edit. 


Undo 


‘In the MIDI Manager window, you can Undo: 
. Object. oa ‘ 


Delete 
* Delete Evens, either done with one ofthe delete Tools in the Tool 
box or by selecting from the Local menu, 
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Options 


(On the Local menu tothe tet, just below the menu Bar 
1 just elon ‘you Find one item 
«called "Options", Selecting this Opens up a dialog box. 


Quantize 

Use this value vo dete how precise your recording shall be. This value isin 
ticks and defines how often Objects are checked for changes, when Cubase 
is playing back, und the MIDI Manager is in Writs mode. Som changes, 
like pitch bend, have to be recorded with a small Quantize value to feel 
Smooth. Others, like for example Panning, can be recorded with higher 
values to save memory and make editing easier. 


Continuous Redraw 

This is an OryOit function for the Object movements on the screen. ff you 
have this set to On, any changes are always shown, If you set it wo Off and 
move for example a fader, the other Objects will not be updated. This is 
Convenient if you have s lot of movement going on on the screen, and wish 
toconcentrate on writing events with one Object. 


More about the MIDI Manager Events 
and Objects 


+ ‘The MIDI Manager events are Special intemal Events, not MIDI 
Events, They can be edited in Grid Edit as specified on page 20-10. 
But you can't go directly into Grid Eat from the MIDI Manager, you 
have to “Keep” first, d 
MIDI Manager Events are chased within the Part ifthe Chase Events 
function is tumed on on the Options menu (see page 16-2 for more 
info). In practice this allows you 1o even have System Exclusive 
‘events chased through a Song. 
You can change the parameters for an Object, after you have 
Recorded events with it, but it might give confusing results, so itis 


bably best avoided. 
Ttis posbl io use an Object as a rea-ime ansor of " 
forinstance use a foot-switch asan extemal controller for an 

















a iransform this into fixed note with the velocity valves 0 and 127, Dynamic mat : 
play bass dunn sound from a fo0t peda c 
+ oM ‘events can be processed in Logical Edit In the bass Conversion Table 


z 
F 
2 


drum above, the recorded Special Events could be 

transformed into Note Ons and Note Offs, for further editing of your Decimalio 
bass drum Part in ono of the other editors, But you have w go back to 

‘the Arrange window before you can salect Logical Edit. 











(ST a ea alone slapd eg s 
as ‘Manager window (click Keep), or to cancel them in 
sll recording of events, but changes to Objects 2 





ers are not cancelled. 
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Interactive Phrase Synthesizer 


‘The Phrase Synth window, which is opened from the Options menu, con: 
{ins all the controls forthe: Interactive Phrase Symhesizes (IPS), oF actually 
for one of them at a time, because there are two IPS “synths”, A and B, The 
IPS is not a sound synth, instead each one (A and B) allows you to model 
‘new music from existing, create one finger accompaniments, generate 
Complicated arpeggios and more. 


‘The IPS is a fot of things, as you will find out when using it Let us just 
‘mention what it isn't! It is primarily not a random music generator, instead, 
it relies heavily on your real Lime input. In fact, you play i like an instru 
‘ment. The IPS creates its magic out of coincidence rather than randomness, 
‘and that is 4 big difference: 





The IPS works in real-time (as everything else in Cubase), so you can use it 
for live playing. But you can also of course route its output to one or more 
Tracks so that it gets recorded as any other playing. Any parameter changes 
you do are immediately effective-on output, so you you can "twist the 
knobs” during playback as when playing on an old-fashioned synthesiver. 


Examples 


Let us show you some of the features of the IPS by going through a couple 
‘of examples that are contained in an EXAMPLE.COM file that comes on 


‘one of your Cubase disks (not the program isk). 


m ‘Set your synths so that you have a piano sound on MIDI Channel 1,0 
bss sound (preferably synth type) on MIDI Channel 2 and some 
string or pad sound on the same MIDI Channel as the Active Track is 
‘sending out on. This last sound is just used to directly play the notes 
you are pressing on your keyboard (or whatever playing device you 
are using), 

If you haven't already done so, select Phrase Synth from the Options 
menu, 

Insert the correct disk and press the mouse over the word Functions 
atthe top right comer of the window, and a pop-up menu appears. 
From this, slect Load Combi. A file box appears. Open the folder 
IPS and select EXAMPLE.COM and click on OK 
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* Tum on the whole IPS by clicking on the Active button so that it 
tums black. 





* Make sure you see the soings of IPS A, by clicking on the IPS A 
button so that it too mums black. Also make sure that the two On 
buttons beside the IPS A and IPS B buttons are active (black). 


Example 1 


* Position the Pointer over the Pop-up menu below the word Combi in 
the Global module. Press the mouse and select Enample } from the 
Pop-up menu, 

+ Press one key on your keyboard. The siring sound plays the note you 
ress. The piano sound plays the short brass riff of the 
MISOLO,ARR example that came with your Cubase program, over 
and over again. The interesting thing here is the bass par. It is 
actually also the brass riff, but the IPS modulates itso that itis tumed 
{nto a new part, a part that is slightly different on each new lap! If 
you release the key and press anew one, the music will be transposed 
tothe new key when the Phrase reaches the end of the lap, 

* Tumoff the music by stopping Cubase (using (0) or {spacebar]), 





‘Example 2 

a Select Example? from the Combi pop-up menu. 

: Play a key, you will hear the same piano part, but without the bass. 
‘Ifyou select the Note Ramp Down icon in the LFO box in the Pitch 
‘module, the order of the Pitches inthe Phrase will change, 
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By clicking an the Freq field in the Pitch module you can set new 
frequency values forthe “pitch order” LFO, and thereby change the 
output. Values above 100 will make certain notexehords repeat 





FREQ 





You have now rearranged the order of the pitches in the anginal 
Phrase, To also rearrange the rhythm, select an LFOstype in the 
Rhythm module also, Experiment with different LPO types and. 
Frequency values. 

If you want the original senings back, just select EXampte2 from 
the Combi menu, 

Select different values in the Density field inthe Patch module, Any 
value below 1000 (actually 100.0%) will make the IPS skip some 
‘notes altogether. 

‘Switch off the Hold bution on the Interpreter module. You can now 
play the Phrase momentarily by playing and releasing a key, but if 
‘you hold the key, the music will keep repeating (Loop is sill On). If 
you hold one key, and press another, this fast key will be used! (0 
instantly transpose the Phrase (since the sorumode is Last Note, see 
an explanation ofthis later in the tex). 

Set the right key valve in the Input Module to 4, Now, keys below 
(C4 are used to contro! the IPS and keys above Cé are just sent 
through (Thru is On), 50 that you can adda solo tothe IPS masic, 





3 
‘Select ENample’ from the Combi pop-up menu. "— 
Play akey, you will hear a Schumann piece, Adjust the tempo on the | 
“Transpon bar if you like. Stop the music by stopping Cubase, 
whenever you wish. 
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«Select the Nate Ramp Down LEO icon in the Pitch Modu 
Example 1), The Freq setting of the Pitch LFO is 150% and this 
creates an interesting 3/4 feeling 1 the music by repeating some 
notes without actually changing the rhythm of 
‘goes if-you set the Freq value 10 75(%) but then the effect i 
by skipping some pitches. 

+ Activate Scale correction by clicking on the CORRECT ON button 
in the Pitch Module. Now all notes are corrected to a blues scale in 
C, by transposing notes downwards to the closes note in tha 
Experiment by selecting different scale types from the pop-up menu 
and try different keys by setting the valuc in the box beside this 








e piece, The same 
achieved 











The Window and the Modules 


When you select Phrase Synth from the Options menu the Phrase Synth 
‘window appears. This has a number of “synth” modules in it. The window 
‘can be moved and resized, and it has scroll bars and a Full box as all other 
windows. It displays one of the synths at a time, and you select which by 
clicking on the IPS A or IPS B button in the lower right part of the window 
‘or by pressing (Altemate]-[A}. You will see how all the settings change 
‘when you do this. 


Lies alex 
ou] 
‘To the left you have three modules above each other, Phrase Input, MIDI 

Input and Interpreter, The Phrase isthe raw material, the clay that the notes 
‘are modelled from. Phrases are created by copying a recording, or a Pant of a 


recording, in an Arrange window or an Editor, into a Phrase location by 
selecting Copy to Phrase from the Edit menu. 





‘You then model the Phrase by playing something, and this is it 
7 playing comes in 
via he MID Input module, How the Pras andthe MIDI ner esc 
‘decided by the settings inthe Interpreter module. 


‘So, you have a Phrase and a MIDI Input which interact via the In 

: Merpreter, and 

Ihe, vee conti Me nolesat he ouputaf the Inert ae split up into 
c Components that all music is made up of, Rhythm, Pitch and 


(2-6 Cubase 
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Dynamics hing toute Sith i a 
‘ae hese ets eprely and hs tele 
tat ey epee by ane module Cachen heen or 
Component may expe ero less dai hes by etingy 
tmade in each module. ‘ . 











‘The output from the Dynamics, Pitch and Rhythm modules are summed 
fogether and vent out via the Oupus module. 





Many of the parameter settings can be changed automatically, on the fly, by 
the two Modulators (1 and 2) in the lower par of the window, And finally, 
you have a numberof Glopal sewings (like the Active burton which turn 
both {PSes on and off) and above the Active and Init bultons. pop up 
Functions men. 


Editing Parameters 


As in the rest of Cubase, you can use the mouse buttons to change any value 
{na value field oF double click to enter it from the keyboard. But the IPS has 
Some special fields whose values are indicated graphicaly like this 


| 


FREQ 
Here you can click and drag directly in the graphics to seta value. You can 
also set the value as usual (using the mouse or keyboard) in the small value 
field shown below the graphics. 








If you hotd down (Alternate) you are changing the selected parameter 
in both IPS A and IPS B. 


Cube 
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Active, Init and Global Controls 


Active 
‘This és the: major OVO bation for the both “synths” (IPS A and B) and the 
Keyboard shortcut for itis [Altematc}-[H). The button is black with white 
Jext when the IPS is On. If you have created an endless loop of music (using 
‘the Hold and Loop buttons) you tur it off by clicking on Active twice (1urn 
the IPS Off and On) or by stopping Cubase (using {0) or (spacebar). 





Remember that the IPS remains Active even if you close its window. 


Init 

By clicking the Init button ‘you sei both synths to some default settings, with 
‘almost all functions tumed off, This is good if you want to start making up a 
‘Combi from scratch. 


‘The Output and MIDI Channel settings are not changed by the Initia. 
tion, 


Combi 
ou can sles from one of 32 “programs” (held in RAM) from the pop-up 
Combi menu inthe Global module. When you do this both IPS A and B are 
with completely new settings, These ‘programs" are called Combis, 
and sels of 32 Combis can be saved to and loaded from disk. You can also 
Sopy Combis between the 32 memory locations, by using the Functions 
‘menu If you want to change the name of a Combi, double click on ite 


Store 

enever you have made any changes to a Combi, you can sore thse 
changes in he Combi by clicking on the Store buton, This eaves tre 
ites io RAM, sta hey re sl here when you select aoe Combi 
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On, Off and Selecting A or B for Edit 


Select A/B 

Below the Global section you have two buttons called IPS A and B, ‘The 1S 
‘s actually two completely independent "synths" and you use these butions 
(oF press (Aliemate|-|A] {0 velect which one you want displayed in the 
window. 


On 
Reside each select bution you have an On butwn, that is Similar to Active in 
the Global Module above, but it tims each {PS (A and B) OniOMf separately 
You don’ have to select "synth" A or B to turn it On/Off, 








Activity Display 
Above the On butions you have two smal rectangles which indicate 
activity foreach ofthe two “synths”, If they blink, MIDI data is definitely 
being sent out from the IPS. 1f you stil don't hear anything. you are sending 
(on the wrong MIDI Channel, 0 the wrong Output oe something. 


Phrase Counters 
Below the A/B select buttons are the two Phrase counters, In these you can 


see “where” in each Phrase you are. 
‘Note that the Position is shown in bars and ticks, the quarter notes are 
‘omitted in this display. There isa list of what different tick values 
represent on page 4-2. 


The Phrases 
Phrase can be 
has to 32 Phrases in the [PS at the same time. A! can 
ae otal che Hoek gece src orloeg Nii 
‘of 1000 notes. 


There to get Phrases into the IPS: Whe. 
‘Toucan copy be conten fon Pan rage indo 


Phrase. e 
You can copy a set of notes fom inside an eto. 
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* — Youcan load and save Phrases to disk, using the Functions menu in 


the IPS, 


You can not put a Phrase back into a Part in Cubase, so make sure you 
‘save a copy of the music as a Part file or on some Muted Track in your 
L and modify the music 
used for the Phrase. The Phrases in the DEF.COM file (see page 2-7) 
are stored in'a PHRASES.IPS file and as Parts it an Arrange window 
‘called PHRASES.ARR, Both these files are found in the IPS folder on 
‘one of the disks that come with Cubase. 





Creating a Phrase 


+ If youhave a Part that you want vo use as a Phrase, select it in the 
Arrange window. The Part Info settings are not used by the IPS, so 
‘make ¢g any Transposition permanent if you need it. 


‘The whole Part is used, even if some section of it was hidden using the 
Pen in the Toolbox, Use Cut Notes to permanently delete the hidden 


notes, see page 13-6, 


* Ifyou have nowes in an editor that you want to use as a Phrase, use 
the "select menu" in combination with selected notes, the Loop and 
the Cycle to setup criteria that include some or al of the notes 
edited. 


= Select Copy to Phrase from the Edit ‘menu, A dialog box appears, In 
the middle of this you will find a pop-up menu containing the names 
of all the Phrases in the IPS at this moment, 


: ‘Select Phrase from the menu that you think itis OK to replace with 
tbe Phrase you ae now creating. The Phrase gets the name of ihe 
Par but you can Inter rename itin the IPS window aces 


in the ParUEditor are copied to the Phrase, not linked toi 
P Nothing happens tothe Phrase if you change the Pari 


veld 
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Open the Phease Synth window. The Phrase now appears on the pop- 
§ap menu in the Phrase Input Module. Select iif you want io use it 
Fight away, 


‘You can double click on the selected Phrase and change the name in 
the dialog box that appears 





{nthe Phrase Input Module you will find some information about the 
Selected Phase: 

‘The Length field initially shows the total length of the Phrase as bars and 
ticks (just as the Phrase counters, see page 22c-9). You can use this field 10 
stonen the Phrase so that only a section of iti used. But this change isnot 
Gestructive, you can always change the Jength back wo the full Phrase or 
some value in between. if you change the Quantize (Q) or Compression 
(COMP) values in the Rhythm module, this field will also change. 


The two fields beside this shows the umber of notes and the "number of 
‘tumbers" in the Phrase. These are only display values and you wall find 
‘more information about what they really mean on page 22¢-12 and onwards, 


Your music should in most cases be Quantized before itis copied into 
Phrase, This is definitely true if the Phrase contains chords and if you 
plan to do any rhythmic modulation. 


MIDI Input 


This module is used for the notes that you actually play while using the IPS. 
‘They are combined with the Phrase inthe Imerpreter using different Sort 
and Play modes as described below. For now we will only describe the 
lower fields of the MIDI Input Module. 


Thru 

is bution turns Uaru-put of your playing on and off, If ivis timed off, your 
Hyg b hed her oh the IPS. itis tumed on, your playing in also 
sent out as usual, via the Active Track. This means that thru-putis routed tn. 
the MIDI Channel of that Track, and also affected by the Real-time Thins 


seitings, see page 9-23. 










Cubase 


Interactive Phrase Synthesizer 


¢ keyboard, you must have 
‘ey Ranges (see below) overlap on the key 
Te acioncd on both IPS A and B fo get anything sent through in the 
‘overlapping zone. Notes outside the Keyrange(s) are always thru-put 





Key Ranj 
er tom ave a ato the whl Keyboard to c 


these two fields to set range, s0 that keys out a 
this can be used so that a section of the keyboard can be ysed for th 
‘only, oF so that IPS A is controlled from one key range and IPS B from 


another, 
‘Thru Program 
In the Global Module, you have an option of defining a Thru Program 


‘number, This is a Program change number that will be sent out via the 
‘Active Track each time itis changed or this Combi is selected. This can nor 
beset individually for IPS A and B, 


ntral the IPS, you can use 
that range are ignored, 
ut 














Interpreter and Play Modes 


This isthe most complicated part ofthe IPS to grasp. It reads the notes of 
the Phrase and the notes that you play (MIDI Input) and uses rules and. 
algorithms to combine the two into new music at its output. Let us explain 
its function by yet an example. 


=m ‘Ifyou have followed the examples at the beginning of this chapter, 
just select Eampte4 from the Combi Menu in the Global modile. 
‘This isa preset made up just for this example. If you haven't, follow 
the procedures there to load the EXAMPLES,COM file, 


3 ‘Make sure that IPS A is selected, by clicking on the IPS A button in 
tthe Global section, ' 


ca ‘Make sure that the IPS is tured On (Active button shown i 
inverse video). i 


1 now have a Combi in the IPS which only uses Synth A (IPS B mmed 
5 tis hased ona simple one bar Phrase (IBarArpeg), MIDI Input can 
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happen over the whole Key 

i whole Key range, and thru-pot is tired off. The Dynamics, 
Puch and Rhythm modules do absolutely nohing, and output 
(be Atari MIDI port and MIDI Channel 1. You can change this you wish 
10 use another Output or Channel, Select a sharp, tonal sound 








When you press a key on the keyboard, the Phrase is played beck. Use 
different keys to Transpeie it. This Phrase begins with he nous C4, 30 you. 
hear the original Pitch of all notes when you press C4 {no transposition), 


{f you want playback to always wo on und the End ofthe Phrase, activate 
the Hold bution in the Interpreter mole, If you want it go.on forever, 
activate the Loop button also, You can always stop the IPS by stopping 
Cubase, Note that when Hold is activated, transposing only happen at the 
fend of the Phrase. 


hh note pattem with these notes: 





The Phrase isa straight 





C4 FS G4 C4 C5 C4 G4 FA 


Oras it would have been displayed in Score Edit 






































‘Now you can try out the different Play Modes in the Interpreter Module. 








Sort Norm. 
Sort Replace 
Sort skip 


Fransp. Ret 


("| Transp. cont. 
(=) 










ere 





Mute Play 
Repeat 
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Transpose Retrig 


This first ofthe two Transpose modes plays back the Phrase, beginning 
whenever you press a key. The key you press is simply used to transpose the 
Phrase. To try this out, press one key at.a time: and the key will be used to 
decide haw much the Phrase should be wansposed 





;, YOu can press several keys but only one of them 
wil wali Tanpeionwilbodose Wishona? Wel, 
might be the first key you pressed, the one with the lowest velocity, or the 
‘one with lowest pitch, etc it all depends on the Sort Mode in the input 
‘Module, but more on this later. 


‘So hold down one key, and in the middle of the Phrase, press another one 
(without releasing the first). If the Sort Mode is the right one and Hold is 
Off, the Phrase is instantly transposed to the pitch of the new key. 


In Transpose Retrig mode (as opposed to Transpose Continue, see below), 
the Phrase starts over when you release all keys and press a new one, What 
actually happens when you release keys and press new ones also depends on 
the Hold, Loop and Retrig buttons as explained on page 22c-18. 


Since the Output of the Interpreter is basically just the Phrase as you played 
it this mode comes tits best with Phrases that you modulate using the 
Rhythm, Pitch and Dynamics modules. 








st 
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Sort Normal 


This might be complicated 1 understand, but hold on, you will soon gett 


This mode relies on the fet thatthe Phrase Input mosdule always sors the 
‘oles in the Phrase and gives them numbers: This list of numbers is stored 
{and used with the three different Sort play modes (Sort Normal, Soa 
Replace and Sort Skip), 


Sorting the Phrase 
you have ever seen a guitar book for beginners you might have noticed 
‘one way to write Out an arpeggio. You first draw a picture ofthe chord as it 
‘appears on the fretboard and then write the number of the strings inthe 
Order they should be played, for example: | 5.4.5.6: The-son done 
inthe Phrase Input module is similar: 





40 our example Phrase, the first pitch that the Phrase Input encounters when 
itteads the Phrase is C4, so this is given the number 1. After this comes the 
Pitch F$, so that would be 2 and the third pitch (G4) would be number 3, 
‘Then we have a C4 again so this is 1 again, then a C3 which is the fourth 
Ditch found in the Phrase and therefore given number 4. In this way of 
Aotating our Phrase we would get: 


1 237 tes) 1333, 


‘Which is an adequate way of describing the Phrase, only that we don't know. 
‘what Pitches or what hythm (phrasing) to use, Do you understand the 
‘method? If you compare the notes and the numbers, you see that all C4s are 
number 1, all Fas are number 2 and so on, like this: 


C4 F4 G4 C4 C5 C4 G4 4 
V2y Dali ale 32! 


And this is where the MIDI Input comes in: 


In Sort Normal mode, the notes in the Phrase are replaced by the notes you 
play. 
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Sorting the MID faput 
The Input notes are sorted, just as the notes in the Phrase. As the IP: 
pow, they’ are sorted from the lowest note up. as you can see in the Input 


Module. 

‘Try this: select Sort Normal from the pop-up menu in the Interpreter Module 
and press any four notes on the keyboard, and they will be played back in 
the order of the Phrase, You will recognize the order of the notes from the 
Phrase, but you will also hear that you decide the pitches with your playing. 


If-you wish, activate Hold and Loop, so that playback continues until you 
press {0) or ‘Spacebar} (note that when these two butions ire activated, you 
‘only get a new set of pitches at the end of the Phrase). 











What the Interpreter does in Sort Normal mode 
Sort Mode Lowest Note in the MIDI Input means that the notes you 
Dress ai any given moment are numbered so that the one with the lowest 
pitch is given number 1, the next higher is given number 2 and 0 on, 


Each pair of numbers in the two lists, the Phrase list and the MIDI Input list, 
‘are compared, and if they match, the note in the Phrase is played, but with 
the pitch from the MIDI Input. This means that if you press three keys only, 
there § no number 4 in the Input list, so no note is played when the Phrase 
‘encounters this number inthe list. 

H—HIDI Input: 


[seer T towest Note) 


Lowest Ueloc. 
Highest Veloc, 
First Note 

Lost Note 











‘You can now try out the different sort modes in the MIDI Input lis 
5 mput list (Lo 
Hite Now, Lovet Vel. and 0), we wll expan hem in 
ale ‘you will hopefully understand a lite bit of what they do 
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Chords and Rebythen 
{i the example we used a rhythmically even Phraie too keep things clear, 
‘but this is of course not necessary (oF maybe not even desirable), The Phrase 


ean be any type of music, with any phrasing. 





antized chords inthe Phas, itis not easy to say how the 
s might make the Son play 

tion functions inthe Pitch, Rhythm 

inthis text) work on the whole chord at a 


I you have 
Hotes in each chord will be numbered, 
‘modes unpredictable, Bvt une M 
‘and Dynamics modules (see tat 
time, so thatthe notes in the chord are not separited. 














Sort replace 


‘AS you noted if you followed the example above, the “number of numbers" 
in the Phrase and the “number of numbers” in the tnput aye to match sn 
Sort Normal mode, if you don't want rhythmic “holes” in the created. 


arpegio. 


Sort Replace works differently from Sort Normal in that ities to remedy 
this problem, by replacing any non-matched number in the Phrase with Uve 
first note (number 1) in the MIDI Input lis. If yort mode is Lowest Note the 
first note is often the root note, so this many cases creates 2 harmonically 


Pleasing arpeggio. 


Sort Skip 


‘This works as Sort Replace, but uses another method for avoiding "holes”. If 
‘no matching number is found, this number in the Phrase i just skipped, and 
the IPS jumps to the next number in the Phrase and checks if there is an 
‘Input note matching that. The effect is similar to old arpeggios on synths, 
‘where the “shiythin” changed depending on how many keys you pressed, 
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played. tn other words, when the Phrase comes to a certain note, it plays the 


ible ifthe same key fs currently pressed (found in the MIDI Tnput buffer), 1 Loop 
it doesn find that Pitch, the note is not played (a pause). Here are two 
ee ee ae 
ff *ivated, the Phrase keeps repeating over and ove, until you sop ity 
‘Stopping Cubase or by turning the [PS off. 


+ Drums. Make up a busy drum pattem as a Phrase, and use the IPS to 
ents iat wil, by just pressing the 

ting ee instruments in and out at ‘just pressing th Since Looping only hap 

right key: al the end/beginning of 


YOu want for the "ext ty 


ets in Hold mode, the MIDI Input is only changed 
Loop, so you can press (and release) the keys 
‘ny time daring the Phrase, 









+ Dubbing. You might have a line that you yeint to augment, by 


dubbing certain notes with another sound. Make the linea Phrase and Looping doesn't work in Transpose Continwe mode, 
use Mute Play to decide which notes should be doubled by the 
second sound, Retrig 


‘When this function is activated, the Phrase always stars over from the 
beginning when any key is pressed, even if other keys are sll dawn, 





Repeat 
is simple, but effective. Ij jm (phrasing), 
‘This is simple, but effective. It just uses the rhythm (pI 1g), of the Phrase The MIDI Input Sort Modes 


to play all keys that are currently pressed, It can be used for things like brass 
tines or chords with a repeating rhythmic figure. Try using drums as a y 
‘The notes that you play are put into a MIDI Input buffer, and this is always 


Phrase! 
sorted, using one of the six sort Modes on the peyp-mena in the MIDI Input 
‘module, The list is resorted each time you press or release a key. 


Hold, Loop and Retrig The six sort modes are: 





Hold Lowest Note The note with the lowest Pitch is the first one in the 
When list, the note with the next higher pitch is the next one 
function is activated, the Phrase fi in the list and so on, 
ek yer otal Always plays to its end even if Highest Note The noi with the iphed! Ph she frat ne in he 
iene Gnas hi Rito ee ae fist, the note with the next lower pitch is the next and 
‘mode, the Phrase always stops immediately when you ee 
‘elease the keys, even if Hold is tured on, 
Lowest Velocity ‘The note with te lowest Velocity value is the first one 


\ 7 
‘When Hold is activated, the Phrase will not Transpose shange it in the list, the note with the next higher velocity is the 
| (like A aad 5) next one inthe ist and soon. 





thes way (like when you use Repeat, Son or Mule Play) until its end 
| thane en We Hl sete, MD pt ds 
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i i can also activate a Hold, 
your MIDI Input by pressing a Sustain (Hold) pedal 
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The note with the highest Velocity is the first one in 





Highest Velocity 
the list, the-note with the next lower velocity is the next 
and 80 on. 

First Note The first pressed nove is the lowest in the list, the one 
pressed afler that is the next in the list and so on. 

Last Note ‘The last pressed note is the lowest in the list, the one 


pressed before that is the next in the list and so on 


‘And again, this lis: is resorted cach time you press or release a key, so if you 
forexample have any of the other sort modes selected, you can change the 


fist completely by just releasing a key and pressing it again 


The Sort Modes and the Play Modes 


‘Transpose Play modes 
‘When you have one of the Transpose modes selected, it is obvious. how the 


‘tts get transposed when you only have one key pressed. But what if you 
Play a chord? Then the Sort Mode applies again. It is only the first note in 
the list that i used to decide how much the Phrase should be Transposed, 
And which note in the chord is first in the list? That depends on the sort 
‘mode. It ight be the one with the lowest pitch (Lowest Note) the highest 
Ditch (Highest Note) the lowest velocity (Lowest Veloc) and so on. 


riod aad 
isn You use one of the Sort play modes, the interaction with the I list 
‘sas described earlier, but here is a short recapitulation, a 


‘The Notes currently 
ina manner that dependes 


itch in 
Cubase 
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the Interpreter module so tha its activated, the Phease i instead sored 

alr the Pitches, as with MIDI Input when iis seo Lowest Nove, This ts 

‘nly useful in the Sort Play Modes, and mainly with drum and percussion 
ass, 


Mute Play and Repeat 
‘These Play modes don't use the MIDI Input Sort modes at all. They beth just 
read the pitches ofthe clrenily pressed nates, as described above 


Rhythm, Pitch and Dynamics 


General 


‘The output of the Interpreter is split up into three parts, Rhythm, Pitch and 
Dynamics, and these three are treated independently in the three modules in 
the middle of the IPS window. What happens in these three modules doesn't 
really depend on the Interpreter and the MIDI Input settings at al, these 
Modules only act on the output of the Interpreter. 


‘White experimenting with the Modules we suggest that you select 
Enamples from the EXAMPLE.COM as described in the beginning of this 
chapter. This plays a section of a Bach prelude (although in a prey sift 
‘way). Only IPS A is tumed on in this Combi, so make sure that itis selected. 
for editing, by clicking on the IPS A button in the Global Module. We also 
‘suggest a piano sound and a tempo setting of around 80 10 90 BPM. 


The Output from the IPS is MIDI Note messages. Each time a new note is 10 
be ousput from the Output module, decisions are taken by the IPS as to what 
pitch it should be, what velocity, and what rhythmic distance it should have, 
‘compared to the last note played. 


Foreach not these decisions have been taken independenly foreach of 
these de values forthe note, This means that you might eg ge note with 
the Pitch of the first note in the Phrase, the velocity ofthe seventeenth 

inthe same Phrase anda rhythmic distance from the preceding note thats 
(66% of the time between the fourth and fifth note in the Phrase. 
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The LFOs 















Ineach of the moxlules you can make <eitinys that determine the output. The 
parameters vary, but all three modules have. an ch, Unat works: 
identically on each one, As you may know. an LLFO is.a slowly varying 


‘oscillator in a synthesizer, used to modulate (change) parameters like a 
‘ote's pitch, volume or timbre: 


‘The LFOs in the IPS work a little bit differently from regular synthesizer 
LFOs, and this difference is important to urklerstand. The Pitch LFO for 
example doesn't vary Pitch direcly, it is used to decide in which order the 
Pitches in the Phrase should be output. You might decide to eg output every 
‘ther pitch in the Phrase, forwards or backwards (from end to start), or you 
‘could stan with the middle pitch and then alternate by going backwards and 

~ forwards among the pitches in the Phrase, You select a wayeform, which 
decides the basic order of the notes, and a frequency which is used to set 
how fast the Phrase should be scanned. But more about this later. 


The Pitch Module 


In this module you haye a number of parameters used for setting what 
should happen with the pitches that come in from the Interpreter. 


The LFO 
‘The LFO has two settings, Waveform and Frequency. Please note again that 
the LFO does not change the actual pitch of any note, it determines how the 
pitches are read from the Phrase, The LFO can’t "invent a pitch of its own, 
‘only selects pitches that are already inthe lis. 


‘LFO Modulation to Pitch only has any relevance in the 
‘Sort Play Modes. y Sera 


Frequency \ 

‘The Frequency parameter determines how fast the Phrase is read by the 

Toe eavency number isa percentage valu ofthe Phrases length, 0 
would mean that the Phrase LFO runs atthe same "speed" as the Phrase. 


‘Lets sy that you have selected a Note Ramp Up waveform CL), and 
Freaueney 100. This would be the sane as playing back the pitches just as 
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list From stan wo 
If you 
to Note Ramp Lip, the LEO 





Pitch value, 1 Freq 
Pitch 


Pease note that most waveforms start over again when the Phrase stata 
Over. Short Phrases and low Frequency values might only give you the same 
‘0n€ OF two pitches over and over again, 





Waveforms 


of OF 


No Modulation at al 











Ramp Up LI 
‘This scans the list of Pitches in the Phrase from start to End, just as with 
normal playback, The Frequency is of course important to determine which 
notes will be heard, see above. 

















Ramp Down 

fee the list of Pitches from back to front, otherwise same as Ramp 
p. 

Triangle Mm 


‘This reads the list, first from start to end and then from end to start. Since 
cone complete cycle therefore has 10 go through the whole Phrase twice, each 
‘half goes twice as fast as Ramp Up and Ramp down, 





Square 
‘This normally just switches between two pitches; with high Frequency 
values maybe just one pitch and with low maybe more than two, Ik reads and 
holds the Pitch at the beginning of the Phrase, then it waits for the part of the 
Phrase set with the Frequency parameter, then it reads and holds the pitch at 
that position and so on, Therefore, this Waveform is most useful with low 


Cutave 
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modulation 


Frequency values and probably more appropria 
and for Modalator | and 2, than for Pitch. 


Random =] 


Random selection from the Pitches in the Phrase 


Mirror hw) 
‘Starts by playing back the beginning Of the Phrase, jumps to the End, moves 
backwards to the middle, then to the beginning and so on 


Pendium ——- EA) 


Plays the middle note's pitch, goes one step forward in the Phrase, then 
jumps to the note before the middle one, then to the note after the second 

~ “one played, then the one before the third and so on, like a pendulum that 
starts by hanging still in the middle, and then swings more and more 
towards the end and beginning of the Phrase, 





All the Waveforms described above are "rhythm dependent”, and may 
‘not exactly match up with the number of notes in the Phrase. That is, if 
‘you for example select Ramp Up and $0% speed, you will not get 
‘exactly every other note. These waveforms also always "start over’ 





‘when the Phrase starts over. You will get the same (or at least similar) 
‘note orders in each loop of the Phrase. 
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Note Ramp Down is 


Thisis.a Ramp Down Waveform, but it differs from the regular Ramp 
Down, just asthe Note Ramp Up differs from the regular Ramp Up. 











Note Triangle Izy 


This isa Triangle Waveform, but i differs from the regular Triangle, just as 
the Note Ramp Up differs form the regular Ramp Up. 





Transpose 
This field allows you to set a fixeld transposition wo all nous 


Scale Correction 

This function has Uiree parameters, the On bution forthe whale function, the 
Scale select pop-up menu and! the Key Signature field. When you tum Scale 
Correction On (click on the button so that itis black), select a scale and a 
key, all pitches coming out from the IPS are comected to notes inside that 
scale. If you wonder what notes belong to a certain key in a certain scale, 
select Seale Info from the Functions menu and a list of the notes in the 
selected scale and set Key Signature appears in a dialog box. 


‘Scale correction always transposes downwards when it decides to change 
Pitch, 3o a major is normally perfectly turned into-a minor, Correcting the 
other way might give more unpredictable results, 


Scale correction happens after Transposition, so that the Transposed 
notes are corrected to set Key Signature. Scale correction applies in all 
Play Modes. 


Density 
This parameter allows you to just skip some notes atthe output. When we 
say skip we mean the whole note, not just that pitch, The value is set 
between 1 and 1000 but is actually a percentage value with one decimal, 
‘With even values you will note a repeating effect if you play the same 
Phrase back many times, so if this is undesirable select some prime (non 
dividable) number, 





ei 








‘This parameter works in all Play Modes, but only when the 
ison (not set to Waveform OM. 
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Dynamics 


This module allows you to alter the dynamics of Uae output, by working on 
the velocity values of each note 


LFO 
This allows you modulate which velocity values ure selected from the list, 
Just as with Pitches. 

‘These functions only haye any relevance in the Transpose Play Modes, 
and they work on the Velocities recorded in the Phrase 


Add/Sub 
‘This is a fixed value used to increase or decrease overall velocity values. 
‘The Range is from -127 10 127. 


‘This function does not work in Mute Play mode. 


Rhythm 


‘These functions work on the phrasing. They apply in all Play Modes and 
always work on the rhythmic distances between the notes and chords in the 


LFO 

‘iis allows you to change the order ofthe phrasing around, just as with the 

Pches. Pease note again that this has nothing to do with the ordet ofthe 

Paiches you hear. For example, iis possible to generate interesting counter- 
‘by playing back the same Phrase from both IPSes, with the same Piich 












n 


Parameter, which is a pop-up menu like the Len value in the drum 
Imake all notes that come out from the IPS have identical 
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Q 

This dots not work as regular Quantizing. Instead i pus out all noteichors 
Avan even pace, with the spacing set using the © vilue. In other words, at 
‘hythmic phrasing and al pauses are lost. 

Comp 

When this is set 1 100% the IPS plays atthe same tempo asthe res of 
‘Cubase. When you rise the value it (goes faster. and when you lower it it 
‘B0¢s slower, Compression is the last of the Rhythm functions, so Quantiza- 
tion happens before Gompreston 


Modulator 1 and 2 


‘These two Modules at the lower partof the scrcen allow you to use an LFO- 
to modulate (change) a number of parameters in the other Modules, Ita just 
asif you yourself had changed the parameters, using the mouse while 
“playing” the IPS (which you of course ean do). You have two Modulators, 
that are identical. We said earlier thatthe IPS primarily doesn't deal with 
‘randomness, but by using the Modulators you can make almost anything 
happen. For example, by Modulating Transposition and Rhythm Compres- 
sion with a random waveform you're generating tue random music. 


First you use the pop-up menu to decide which parameter you want i 
‘modulate, Please note that there are more possibilities than fits ona regular 
$M-124 monitor, the menu scrolls when you reach the bottom, Also note 
that you tan Modulate the Modulators, and thereby even change what is 
‘being Modulated, Then you select a waveform and a frequency just as with 
all other LFOs. 


‘The Amplitude (Ampl,, range 1 to 1000) and Minimum (Min, range 110 
200) values might need a more detailed explanation. These two decide the 
range of values in the destination parameter, and take into account the range 
of the parameter being modulated. If you for instance modulate MIDI 
‘Channel (range 1 to 16), and wish to make sure that tke MIDI Channel value 
never is lower than 2, you must take into account that that Min parameter 
has a range of 200, and therefore st it to 13 (c:a 200/16). Ifit should never 
be lower than 3 set it wo 26, never lower than 4, set it 1-40 and so on. 

‘The same goes forthe Ampl, parameter. An Ampl. setting of S00 (half the 
ange) and a Min setting of 1 (lowest possible, would make it possible 
hhave the MIDI Channel value vary between 1 and 8). Ifyou raised the 
‘yal it might be 2 to 9 or3t0 10-and so an. 4 
Cubase 
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‘And finally you may decide we Quintize the output frotn the Modulators, so 
that the changes happen on some even rhythmic values. This is done by 
selecting a Q value in the Modulator Module you are working with 





‘You can see on the sereen when a parameter is being modulated, the 
values change in the window also, 


Output 


Out 

With this parameter you decide where output should go, 1o the regular Atari 
-MIDI Out, toa MIDI output on a connected device or to M+ROS. This last 
‘option is for recording the Ourput of the IPS onto a Track in Cubase. Note 
that even this parameter is separate forthe two IPS synths A and B. More 
about recording into Cubase on page 22¢-31. 


For logical reasons you can't route the Output of the IPS to the Input of the 
MIDI Processor (you can make the settings but nothing will happen). If you 
‘Want to tse the MIDI Processor on IPS material, record it on a Track and 

Ja. tat Track othe input of the MIDI Processor as described on page 16- 


Chan 
‘Thisis the MIDI Channel Ourput for the selected IPS 
yynth (A or B). If the 
‘Qui parameter isto MROS, so thatthe output Of the IPS goes via the 
re ack in Cubase, this parameter is of no importance, unless you set 


the Track to ouput on MIDI Channel No. 


ber it should send is set using this 
‘Program Change 
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{his Combi). If you want wo disable the Output of Program Change numbers 
altogether youu should deactivate (no ick) the Send Prg Change item 
©n the Functions menu, 





Functions 


‘On the pop-up Functions menu, you find a number of Functions and some 
Settings that are valid forall Combis in both [PS A and 


Load and Save Ail Combis 

This allows you to save and load all 32 Combis wo dish: The files have the 
extension .COM, Saving and loading is done as with Arrangements, Setups 
‘or any other files in Cubase. A DEF.COM file is also loaded on startup if 
found on the same level on the disk as Cubase. See page 254472 for more. 
info, If you want something to stat with, there is s DEF.COM file on one of 
your Cubase disks, in the IPS folder. 


A*.COM'’ file contains all 32 Combis and all Phrases: 


Load and Save Phrases 

‘You may also save the Phrases separately from the Combis. The Phrases are 
Actually sored in two Banks of 16, buton the pop-up Phrase menu you have 
a list of all 32, first the 16 of Bank A and then the 16 of Bank B. 


‘When you select Save Phrase Bank from the functions menu, a dialog box 
‘appears where you enter or select a file name as usual. When you click Save 
‘or press [Return] @ new dialog box asks you if itis the first 16 Phrases 
(Bank A) or the last 16 (Bank B) that you want to Save. 


‘When you select Load Phrase Bank from the Functions menu and select a 
file and click Open, a similar dialog box asks you if you want the file to 
replace the first 16 Phrases (Bank A) or the last 16 (Bank B), 


‘These two functions in combination with Copy Phrase to (scenext 
page) makes it possible to rearrange Phrases in memory and on disk so that 
you can compile a Phrase Bank (or two) from existing Phrases. - 
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Scale tnfo 
This displays a dialog box that shows you which notes belong to the selected 


scale in the set Key Signature in the Pitch Module. 


Send Prg.change 
Inthe Output Module of the IPS you can set a Program Change number that 
‘is sent out cach time that Combi js selected from the Combi menu in the 
Global Module, The Send Prg.Change switch on the Functions menu is used 
to enable (tick) or disable (no tick) this function altogether 


‘This function is not stored with the Combi (COM) file, itis stored with 
the Setup, see page 25-7. 


Ext. Prg.change 
‘This allows you to select Combis via MIDI. If this is turned on, and the IPS 


‘Yeceives a Program Change number on any MIDI Channel it switches to 
another Combi, Make sure your current Combi is Stored before you select 
‘another one via MIDI. 


This function is not stored with the Combi (.COM) file, it is stored with 
the Setup, see page 25-7, 


Copy Combi to 
‘This allows you to Copy one Combi from ‘one memory location to another, 
‘so that you can make variations on that Combi. 


‘Select the Combi you want to copy, from the Combi menu in the Global 
‘Module, Then select Copy Combi To from the Functions menu, and a dialog 
‘ox appears where you can select the Combi that you want to replace, from 
‘4 pop-up menu. Click OK or press (Return) and the copying is done, 





- 
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Delete Phrase 


MS brings up a dial can, 
‘a dialog box where you delete 
Pees inal the selected Phrase (Yes), 


Syne A/B 

‘This allows ‘yOu t "soft sync” the IPSes wo each other. If this item is ucked, 
they will lock ‘up rhythmically to each other after the first note. ‘They will 
‘Ot Necessarily start at the same lime, you can decide the rhythmical offset 
between them, by starting them at different times (using wo differen key 
anges for them). 


Loop:LFO Reset 

{this function is turned on (ticked) the LFOs always “san over” ( 

their cycle as they do uhe first time # Key is pressed) atthe beginning of 
Loop of the Phrase, regardless of which LFO Waveform you have chosen, 


Wait for Play 

‘When this is activated, the IPS does not start until you start Cubase. This 
allows you to hard sync the IPS tw sume previously recorded music. To use 
this function, make sure its ticked on the menu, press the keys you wat to. 
start with and then start playback of Cubase. 


‘This feature is intended primarily for recording the output of the IPS 
into Cubase. If you forget to turn it off, you will not be able to use the 
IPS without starting Cubase! 


Erase All 
‘This simply erases all Phrases and al! Combis. 
Recording into Cubase : 


‘You may want to record the IPS onto 8 Track (or several) in Cubase, 


+ First select MROS as an Ourput in the Output Module i 
for the rwo Synths IPS A and 
Radeon Seabed rsa = 
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* Now select Record from the Options menu, and make sure the 
MROS alternative is ticked on the Inpats menu, s0 that the Output of 
the IPS gets recorded. You may or may not disable other recording 
Inputs. If you have Thr activated on the IPS, and your playing Input 
activated for recording, in the Record dialog box, you will record 


mode, often a lot of notes are put at the Cycle Start position, 
Which in most cases isn't really what you want. However, recording in 
Cycle mode may make up beautiful textures, so you could always, 
Quantize your recording and use Delete Doubles to erase any doubled 
notes, and of course continue editing in an editor. Or why not make 





both your actual playing and the output of the IPS. 


‘When you select MROS as an output for the IPS and use MROS as a 
recording input for Cubase, you are routing the ourput of the IPS via 
‘Cubase's active Track. This means that output from the IPS will now 
effectively happen on the MIDI Channel of the Active Track, not on 
the Channel set in the IPSes output module, if the Track is not set to 
MIDI Channe! No, of course. 


If you want to record the two IPS “synths” on one Track each, enable 
‘Multi Recording and select Channel Split mode. Close the Record 
dialog box. Set the IPS A and B to output on the right MIDI 
‘Channels, so that you route the output to the Players you want. If you 
{orexample select MIDI Channel 1 for IPS A, it will be recorded by 
tyer 1, and if you set IPS B to MIDI Channel 2, it will be 
ele recorded 





‘Thisis very important if you plan to change the MIDI Channel in the 
i I in the 
IPS during the recording, either manually or via Modulator 1 or 2. 


Ifyou wish, select Phrase Synth from the 
‘the IPS is set ; _ Options menu again. Or, if 
ing, UPS it should be and activated, just proceed with 


al 


‘your new recording a Phrase? 


Some Tips and tricks 


Music that you make into a Phrase should in most cases be 
‘Quantized. 

When using Sort play moves, try out all ree variations (Normal, 
Replace and Skip). 

When experimenting with a Phrase, activate Hold or press an 
attached hold pedal, release the keys and try out different setings in 
the Pitch, Rhythm and Dynamics Modules, 

If you use pitch-selection modulation via an LLFO in the Pitch 
module, you may also modulate that LFOs frequency using 
‘Modulator 1 or 2. This will give you endless variations on the Phrase. 
‘Try making a drum part a Phrase, and use it with one of the Sort Play. 


modes or Repeat. ; 
Record into Cubase, make the new Recording a Phrase and continue 


to work on it in the IPS. 
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The Window menu 


=> 
~~ wi ~The Window menu 











Tile Windows 
| ‘This command resizes ind aligns all epen windows, whether they are 2 
| Biditors or Arrange windows. 
i 2 The Desk Menu 


‘One option is 16 use this command and then click in the Full box of the 
window you want to use at the moment, This blows up that window, to full 
size. If you click again in the Full box (without resizing the window in 
erween) it yoes buck 1 the tiled size. This can be u quick andl bundy way of 
switching between windows, 


Tile Editors 


| ‘This command resizes and aligns all open Editor windows, See Tile Win- 


‘Arrange Window List cane 


Below Tile Windows and Tile Editors you will ind a list ofall open 
s lus those that have been closed with the Keep option 
























‘Atari ments, The first item brings up a dialog box where 
3 h memory you have available, Press [Return] or click - 
“on the box to make it goaway. adel hh-A rer g 


(oes heirpematedeaieang ; = | The File menu 









The File menu 


All File Operations can be done while the music is playing! This for ex- 


ample allows you to load one Arrangement while nnother is playing 
hack. 


Remember {0 save yout work as often as possible, preferably on a 
separate disk, not the program disk, Saving of the current Song can be 
done automatically using the Autosave function, see page 25- 





‘Saving to disk is permanent and can't be undone. 


The DEF-files 


When you first start Cubase it looks on the disk for "Def" files. IF it finds 
any or all of them, they are automatically loaded. This allows you to confi- 
{ure all or some settings beforehand so that Cubase always comes up with 


settings that suit you. 


You can at any time save your own "Def." files. Just save a whole Song, or 
‘ah Arrangement, a Setup or a Drum Map under the name DEF. And you 


‘can of course have several startup disks with different sets of "Def.” files for 


different jobs. 


Def.Arr 

‘This allows you to define everything that comes with the Arrangement, the 

‘Tracks and their MIDI Channels and Outputs and so on. Tteven allows you 

7 eid eh to be loaded at startup. If you are working on a piece 
an ige window over several workin, it mi; 

‘800d idea to save it as DEF.ARR. eeccraetss 

Del.Set 

‘This includes a complete Setup as listed on page 25-7, 


‘This automatically loads @ Drum Map with all setings for all columns, 
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DefAlt 
This atoms 





ly londs a complete Song consisting of one or several 
Arrange windows, a Setup and a Drom Map. 


New 


Selecting this em or pressing [Controll-[N] on the computer keyboard 
Bives you a New Arrange window. This is given the name Untitied 
followed by a number, The name changes when you Save the first ume, The 
maximum number of open windows, (both Arrange, Ealit and MIDI Mani 
Ber) at any time, is seven, 


Open 


‘This item brings up a small dialog box where you select what type of file 
you want to open, You can reach this dialog box by pressing (Contol]-(O} 
‘on the computer keyboard also, A dialdig box appears where you select 
Which type of file to open. Click om the type or press (1) toto 18} 10 select a 
filetype, (rom Song (1) to Sewp (8). 


‘The File dialog box that appears is standard Atari ST. 


Song 
‘This option opens up a complete Song, which consists of a number of 


‘Arrange windows with their Groups, a Setup and a Drum Map, Songs have 
the suffix "ALL". 


Arrange ‘ 
‘This opens up one arrange window complete with: 

cere contents of he window. including Groups tht wee created from 
Pans in that window. 

‘The tempo setting on the Transport bar. 

“The Master switch setting. 

‘The Solo switch setting. 
‘The SMPTE Ole. . 
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Arrange windows have the sulfix "ARR™ 


Ifyou bold down {Alternate} while clicking on "Load Arrangement" 
the arrangement is loaded into the background (into an inactive win- 
dow) without interrupting the existing music. This makes it easy to load 
new music, in eg a live situation, 


Part 

This loads a Part file which may contain one or more Parts. The Pans are 
‘put into the current Arrangement with the first Part starting at the position of 
the Left Locator. The following Parts keep their relstive position (compared 
1 the first Past) as it was when they were saved 


‘The Pants are loaded into the same Tracks as they originally were on. If not 
enough Tracks exist, new Tracks are created as needed. Part files have the 
‘suffix “PRT”. 


24 Song 
‘This loads a Steinberg Pro-24 Song into a new Arrange window. The 

‘Conversion between the old format and the new may take some time, Most 
of the information from the Pro-24 Song is kept, but a few things can not be 


transferred to Cubase format from Pro-24: 

a’ Fixed Velocity values and Quantize values set in the Track Info box. 
+ The Quantize values set in Score Edit 

it Midi Mode/Note Off settings, 








& 


ans 


‘The File menu 


1 you want & Pro-24 Song loaded into Cubase to synchronize to “old” 
24 tapes you have to convert the Master Track so that the tempi a 
adjusted. See page 16.2%, 





MIDI Fite 

MIDI files are a part of the MIDI standard used for transfering files bet- 
‘ween two sequencer programs, Direct transfer using one disk only works if 
the files are writen and read by the same computer, Otherwise you have to 
transfer the files to the second computer using modems or similar. If you 
‘need it, you will find more information about MIDI files in the Chapier 
*MIDI and Computers” 


‘Cubase reads standard MIDI files in formats 0 and 1. Files saved in format 0 
are loaded into Track 1. Files stored in format 1 are load into as many 
‘Tracks as is necessary starting at Track 1, New Tracks are created if needed. 


MIDI Files have the suffix "MID". 


‘The only non-MIDI events that are recognized are Track names, Tempi and 
‘Time Signatures, 


‘When you select Open MIDI File a dialog box asks you if you want to 
‘merge the music on disk with the current Arrangement, 


+ Ifyou answer No, a new Arrangement is created, and the file is 
Joaded starting at 1.1.0. 


+ Ifyou answer Yes, the file is loaded into the current Arrangement, 
starting at the Left Locator Position. This allows you to load more 
‘music into the current Arrangement while the music is playing, 


‘ris Tont Drum Map from disk Treplaces the cutent Drum Map, ram 


‘Maps have the suffix "DRM". Drum Maps don'thave-to be loaded from 
‘within the Drum Editor. nae 








MIDI Manager J 
‘This loads a MIDI Manager Map from disk. A dialog box: 
‘options. You can either let the loaded Map replace the curn 
can add the loaded Objects to the current MIDI Manager| 
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Set Up 
This loads 2 Setup from Disk. What is contained in a Setup is described om 


page 25-7. Sotups hive the suflix "SET 


Save 





Save your work as often as possible. Savin to disk & permanent and 
can't be undone. Saving of the Song cian be done automatically using the 


Autosave function, see page 25-9. 





This item brings up a small dialog box where you select what type of tite 
‘you want to save. You can reach this dialog box by pressing [Control}-{S} 
‘on the computer keyboard, Click on the file type or press {1 to [8] as wi 
Open, 


You can't save in 24 Song format at all, and from an editor you can only 
ssaye Drum and MIDI Manager Maps and Setups, 


Song 

‘This saves the whole Song, which means a number of things that can be 
saved individually also: 

+ All Amange windows and their Groups, 





+ The Setup, 
+ ‘The Drum Map, 
Arrange 


that are not pat of the Setup (see next page), plus all Groups that consist of 
Faris from tat Arrange window. This for example means that the setings, 
forall Pans, and the Master Track is saved with the Arrangement, 

pe 

‘one or Several Parts are selected, these are all saved in one file, with their 
‘intemal relative start positions kept. If selecied, ther all 

‘he seeied Track ae see ‘Kept. Ifno Pars are then all Paris on 
aresaved as Real Paris, Group Parts are not saved, 
Cubase 
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MIDI Fite 
‘Cbaise saves MIDI files in format 1. Due to the way MUDI files are defined, 
all Pars on each Track have tobe joined together into one lang “Part” 





Muted Tracks are not saved. The only non-MIDI events that are saved are 
the time sign ind lempi on the Master Track and the Track names 
(names are saved as tex) 






Drum Map 
‘This saves the current Drum Map, 
settings for each one of them 


hich means all the Sounds and all 






MIDI Manager Map 
‘THisallows you wo save objects fram the MIDI Manager Map. When joa 
choose this command you will get dialog box which gives you two 

‘options; ether 10 save all objects oral celected objects (ee page 226-7) 


Set Up 
This saves a number of settings in the Program so that you can configure 
everything to yout own liking. This is what is saved 





‘Arrange Window and Menus 
+All the Instruments 

+ The tempo setting. 

+ — Locator-Positions, 

+ Allthe On/Off butions on the Transport bar. 
+ Follow Song OnOtf. 

‘Chase Events On/Off. 

Reset on Stop 

All settings in the Part Appearance dialog box. 
All setings in the Metronome dialog box. 

All settings in the Synchronization Dialog box. 
All MIDI Processor settings. 

Malti Record Mode, 

Record Inputs. " 

‘All Cycle- Modes ((or the four "Players"), 
‘Tempo Recording On/Off. 

‘All Human Syne parameters. 

‘All settings in the Midi Definition dialog box. 








The File menu 


+ The 16Grooves, 
The settings in th 





fences dialog box 





Seporate for cack Edivor 

+ Last Toot used, 

+ The Last chosen Controller in the Control Display 

. ‘The User defined Controllers | and 2 and the last chosen Unknown 
‘Controller in the Control Display 

* Everything oa the Functions bur. 

* Window size and position. 

a Magnification, 

+ The position ofall dividing tines 

+ The Display Filter setting (Grid Edit) 

* The event type selected for insertion (Grid Edit) 

* Some ofthe Setup and Page Setup settings for Score printing. 


The MIDI Manager 
* The whole current MIDI Manager map, 
+ All Snapshois 


The Interactive Phrase Synthesizer 
* Send Program Change. 


Keeping does not mean that the Arrangement is saved to disk. 


you select Discard, the Arrangement is erased from memory. 
4, closed and 

sons cnet aztt you dda save iio dik ohcome 

‘bons the whole operation : d 


Akyou select : 
clicking Keep 2" Editor or th MIDE Manager his isthe same as 


The File menu 


Delete Files 


This wii or deleting Ges ok: 1 ings wpa standard Au ST 





dialog box where you can selec the file to be dleted. The pnyram then 
‘sks fora verification that you really want the file removed completely from 
the disk 


Deleted files can not be retrieved, 





ormat Disk 


This allows you to format disks without leaving Cubase. A dialog box asks 
you if you have w single or double sided disk wnd if ibis in drive'A or B (af 
you have two drives, otherwise select A). 


‘When you have clicked the right combination, click on "Start Format” a0 
{ormat the disk or click on Cancel ({Return} on the computer keyboard) if 


you change yout mind. 


Formatting a disk erases it completely! 


Preferences 
‘This item opens up a dialog box where you can select a number of options: 


Autosaye 
If you click the bution on the left side, so that itis set to On, the Song is 
saved automatically at a time interval set with the value field to the right. 


‘The Song is saved under the name “Backup. All”, 


Mouse Speeder : 
‘This function is what is often called a Mouse Accelerator which makes the 


nase ove nae when ne ee Tee ] 
which this function i o be activated, and Speed i the amount of 
tion’. Use the button on the left to tur te funetion On and Off. 


Cubase 





The File menu 


Increase values with, 
Most Auiri programs use the right mou 





bution to increase values in Valu 








allows you lo select the one you feel 





fields bat some use the left. This optic 

mast comfortable with 

Don't Use! 

Ifyou “only” have-one Megabyte: of memory, or use several programs at the 

same time under the M*ROS Switcher, you will maybe find that Cubase has 

less room for notes than you'd like. If this is the case, you can remove one or 
tra space for 





more modules from the program, which will give you 
recording 


‘The three modules that can be removed are the Score Edivor, the Dynamic 
‘MIDI Manager and the Interactive Phrase Synthesizer. This is done by 
clicking on them in the Preferences dialog box. Another dialog box then 
‘appears asking you if you wish to remove the selected module Now or 
Always. The dialog box also allows you to Cancel the operation 








“Now” removes the module immediately, but it will be back the next time 
You start the program. If you select "Always", the module will be removed 
immediately, as with "Now’, but if you also save a new DEF SET or 
DEF-ALL fileafler completing this operation, the selected module will 
always be removed from memory right after startup. If you have followed 
this procedure, the next time you start the program the dialog box appears 
‘sulomatically ater the program has loaded, asking you if you want to 
femove the module, Click on Now if you do, and on Cancel if you don't 





Cubase 


iy 
wy 


The File menu 


Page Setup 


{i this didlog box you define a siumber of things that have wo do with 
gins and 3p On. A, 





Printing: what type of prinier you se, paper size, ma 











‘elaited explanation is found on page 21-25: 
Print 

Use this ditlog box to decide which pages tn print to set the speed/quaity 
of the output (faster/better) and finally to activate the actual panting. More 
on page 21-32 


Quit 


This allows you to quit the program gracefully. Its keyboard command is 
{Conisol}-{Q]. A dialog box will allow you to save before quitting 
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Keyboard Commands = 


‘The following és » list of the computer keyboard equivalents for many of 
Cubase’ functions. 


Numeric Keypad 


Transport Functions 


tl ‘Activate recording 
Enter) SuaruContinue 
{0} or (Spacebar} Ist time ~ Stop 


2nd time ~-Go to Lefi Locator/Go to 1. 1.0 
rd time ~Goto 1.1, 0 


{a Rewind 

ry) Fast Forward 

) Go to Left Locator 

{2} Go to Right Locator 

{Shift} + (1) Store Song Position as Left Locator 

[Shift] + [2) ‘Store Song Position as Right Locator 

13) 10 {8} Go'to Cue Point 1 10.7 

{Shift} + [3] to (8) Store Song Position as Cue Point 1 to 7 

19) Go to last Stop Position 

wn Cycle On/Off 

Typewriter Keyboard 

All windows 

{Control}-{0] ‘Open (Use [1] to (7) wo select file 
type) 

Sel ee fs [1] t0 {7} to select file type) 

{Contr} ‘active wind. 

{Cona-1Q) ““ 


Undo 
Cut 












z Keyboard Commands 

{Control {¢) Copy, 
{(Contol-V} Pane 
(Delete Delete Selection 
{Backspace} Delete Selection 
{Control}-{A} Select All 
{Control]-(G} Grid Bait 
{Controt}-(D} Drum Edit 
{Control} fe) Key Edit 
{Control}-[R} Score Edit 
(Control-[L} Logical Edit 
{Conirol}-(B} Notepad 
1) Over-Quantize 
fu) ‘Undo Quantize 
Ww) Not On Q 
ial Iterative Q 
{Control}-[F] Delete Cont Dats 
{Control}-[H} Delete Doubles 
fF Follow Song On/OI 
ty} Remote On/Off 
FFI} w (FIO) Recall Locator seings 
[Shift] + [F1) to (F10) ‘Store Locator Settings 
[Altemate}+{F1) to (F10) Recall Mute Seuings 
[Altemate}+{Shift}+(F1] o {F10) Store Mute Senings 
Pl Set Position 
fu Set Left Locator 
IR} Set Right Locator 
{Altemate)-{P) Set Land R Locator to Parts’ Start & 

End 





Keyboard Commands 
Fil Solo On/Oll inssiant ne 






























(al Syne On/Oit 
IX} All Editor windows 
Quantize value 
(7) ee (Ri 
duantize value to (ripley ‘euumn} Keep 

m than alse do tse Catt 

tahernnebEn) Change Instrument name fea asain 
(Tab) Move one Snap in Step Edit 

m Delete last version {Allerate}-(0} Loop Onott pay 

1B} Delete SubsTrack (Altemate}-[L} Input Lett Loop boundary 

iN] Quantiz a (eso {R} Input Right Loop boundary 

x Key fra /Altemate|-{1} info On/ott 

i" Sob Track in Mul Recoid mode Taber 10 Eee 

{Retum] Exit (in Dialog Boxes) te 

{Esc} ‘Cancel (in Dialog Boxes) Key Edit only 
=) Next Note 

‘ ica) Previous Note 

Arrange window The arrows can be used in combination with the [Shift] key to select several 
notes, 

{Control)-fN} New Arrange window 

{Control}-{1) Part Info Grid Edit only 

[Control)-[M] Display Master Track 
(tl Previous Event 

{Control-(T) New Track Neseveal 

{Control}-[P) Create Part ‘The arrows can be used in combination with the (Shift) key to select several 

{Control}-(k) Repeat none 

{Controt}-{0] Show/Hide Groups 

{Control}-{¥} Create Group Track 

(Control)-[U} Pants to Group 

Oo) SelectNext Pan, 

i Select Previous Pan 

Gooone Track up 
ro) Go one Track down ae 
‘The four arrows can be used in combination with the (Shift] key to select Poles 26 = 





Keyboard Commands ——. 





Drum Edit only 

‘Next Note 

fe} Previous Note. 

‘The amows can be used in combination with the [Shift] key to select several 


notes. 


Wy Next Sound 
it Previous Sound 
[Altemate}-{N] Riemo Sound, 
Score Edit only 

db) Next Note 


| Previous Note 
‘Be rows canbe used in combination with the [Shit key to select several 
w Next Staff 
m Previous Staff 


MIDI Manager Window only 
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‘Active Par 
Drum Edin 19-15 
Grid Edit 20-5 
Key Edit 185 


Active Sif 21-5 
Active Track 54 
‘Axtive window 4.8 
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209 
au 253 
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256 
aT 20.7 
AuwClef 21-7 
‘Ato Quantize 
‘Arange 124; 
16-11 
Score Edit 21.6 
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(Chord display 
Key Edit 
Score Edit 

Clear Tempo 

Cet 

Click 


Clipboard 
Arrange 
window 
General 
Exitors 

Close 


Color monitors 
‘Comment 
Compasses 


Compression 
‘Computer 
keyboard 
Conditions 


Control Filter 
Controller Display 
Key Edit 
‘Drum Edit 
Controller Map 
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Copy Section 
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window 
Editors 
General 
Logical Edit 
Create Part 
Create Track 


16-13, 


18:20 
19.29 
16-14 
67 
133 


154 


941 
17-8 
n4 
2210 
13-5 
54; 
13.2 
Cubase 


J 


Creating New 

Even in 

Grid ge 20:41 

Crewing Now Notes 
Drum Edit” 19.19 





Key Edt 18.9 
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window 9.11 
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Duplicating Notes 
Drum Edit 19-19 
KeyEdi 18.9 
Score Edit 21-13 

Duplicating Tracks 5-5 

Dyn 229 
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Ear 
Drum Edit 19-22 
Grid Edit 20-14 
Key Edit 18-12 
Score Edit 21-16 
Ed Solo 17-7 
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Graphically 
Key Edit 18.23 
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‘Selecting one 17-3 
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and 
Differences 17.6 
‘Eraser 
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window 9.10 
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Explode 





Fast Forward 
File 
Fi 
Drum Bait 
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Key Edit 
Score Eat 
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Channels 
Controllers 
Record 
Thni 
Fixed Length 
Fixed Note 
Drum Fait 
Grid Eat 
Key Edit 
Score Eait 
Follow Song 
Format Disk 
Frames 
Freeze Quantize 
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Function keys 
Locators 
With Mutes 
Functions Bar 
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Key Edit 
Score Bait 
Functions 
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window 
Drum Edit 
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Key Edit 
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Group List 119 
Group Part mu 
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Group Tracks 13-11 
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thelist 13:10 
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New 34 
Rename 13-10 
Replace 13-9 
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# 
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237 


Hide Tempo 153 

Hie Time 
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Hide/Show Groups 13-9 
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16-24 
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Satellite 


INTRODUCTION 


Many Musicians use Sequencers to compose, play and record music and Sound 
Editor-Software to create, collect and organize sounds. In the past you could 
‘ily do one OR the other, A link was missing beiween these applications 
SATELLITE has been developed to solve this problem. 











SATELLITE isa Desk Accessory tat you can access while working with your 
sequencer program. It allows you 


# —tosenid banks of MIDI data (sounds, drun) kits, etc...) 
. 10 scan your banks to retrieve any sound for testing and editing, 

* —toreceive and save MIDI dumps, and much more, 

While SATELLITE can work with any sequencer, its full potential is revealed 


when used with Steinberg's Cubase software. You can. ‘only edit sounds that use 
the Steinberg S YNTHWORKS format. 


IMPORTANT: 
‘You will find SATELLITE in the SATELLITE folder. There are two ways 
to use it: 


{HF you want it to boot automatically from disk everytime you switch on 
‘Your computer, please take it out of the folder, 


Ifyou want to.useitlikea regular program and start it from the Desktop, 
just change the file extension -ACC to.PRG, 











Satellite 


QUICK OVERVIEW 


Te main page is divided into 3 pare 
OC DATEL tate cms 





O18 keys, 
nen 
2118 mace 
ex 


4, The Macro Editor: 
‘The Macro Editor is composed of 8 faders that controt important aspects of 
Sound. This Macro Eiitor (Version 1,0) can be used to edit the following 
instruments: DX7,TX7, DX7M, TX#02, D50, ESQ 1/80, D1O/20/110, M732, 
Ki-and Mi 


2. The bank window: 
‘This window is used to visualize the sounds contained in the SYNTHWORKS 
banks, 


3. The Command area: 
‘Various buttons give you access to the different SATELLITE functions. 


Miscellaneous: ’ 
On the barat the top of the window you can see the name of the curently 
selected insrument (eg "DX 7") as well as an MMALOS button It informs 
whether MrROS (\he MIDI REALTIME OPERATING SYSTEM) 
your computer or not (if not, the button is displayed in light grey), 


Cubase " 







Satellite 


ROS. When M-ROSis active (for 
networks! current time position will be 
| MOS with the numeric 





SATELLITE works with and w 
instance when you use Cu-base 
shown at the top of the window. Yo 











key pad as in any other M-ROS program: for insta ae sean » 
pressing <ENTER>. (Please refer to the Cubase documentation for more 
details), 


ie window, or simply 


To quit SATELLITE, click on ie upp 
press <Esc> on the Atari keyboard 


GUIDED TOUR 


. SELECTING AN INSTRUMENT 


Press the button SETUP. 


‘The SATELLITE window displays a list of 50 definable instruments 





+ 
that SATELLITE can manage, 
Linstrunent: 0X7 |] 
sonTaUoRKS vor commen 
017 for711] tor rwPuT 
[isu 72a] f 
DEED Eulita 
tor oureut 
Click on one of the names. 
. A dialog box shows up; you can: 


sohame the instrument (any name, not ‘necessarily a synth name), 


4 Cubase 


Se 


2 


Satellite 


+ lene 
rc mernhutand sn output for hisinstrument. fyouownaSteinberp § 
(ie anya youowna Steinberg SMP. 
‘ynchronizer and M-ROSis active you can use ine SMP-24 MIDI ports. 
Nt, please use the Atani MIDI part 


~~flefine 8 MIDI Channet for the instrument the sound 
on this channel). 





nd banks will be sent 





eS NTE CORKS Identification. Forinsunceiyouowna DX TM and 
se SYNTHWORKS DX/TX, please select the button DX 7IL You uses synth 


silt n0t covered by the SYN THWORKS Editor series, please lone FREE 


SYS-EX 











Dern elected instrument as default instrument: Sele he buton “D* (for 
“Default inthe upper let comer ofthe dialog box and he kstrument wilt pg 
selected every first time you call SATELLITE 





save the setup: the setup for the $0) instr 
Click on Confirm, 


ts Will be saved. 


* ‘The Main page is redrawn and you can load SYNTHWORKS hanks 
that correspond 19 your instrument. 

* LOADING A BANK 

Press the button BANK 

# — Amenu shows up. 

Select the option LOAD BANK 

¢ — Afilesclector appears. 

Select s SYNTHWORKS bank 

+ The bank is loaded into SATELLITE’ intemal memory and the 


‘sound names appear in the window. You can scroll through the 
‘sounds. 


Cubase ‘Si 



































* ~ PLAYING WITH SOUNDS 
Click on a sound name 


 —_Thesound is sent to your synth and you can use it at once. This is 
particularly useful when Cubase isrunning atthe same time. If youuse 
4 sequencer other than Cubase, you should stop it when selecting a 
Sound otherwise it could cause MIDI interaction problems, You will 
‘ot have this kind of trouble with Cubase as it runs under M-RIOS. 
Every time you click on a sound, the corresponding Program Change 
is displayed in the button "=>Prg Chg XXX", 


Please note: When you use SYNTHWORKS sounds, the sound data itself is 
Senlio your synth, Butyoucan also use this function to record Program Changes 
n your sequencer. Ifthe selected instrument is of type "FREE SYS-EX". 
Program change numbers instead of sound names will be displayed, Clicking 
Onan tem will send a Program Change. Send the bank to your instrument first, 
‘and then select the sounds via Program Change, 


Moye one of the Macro Editor faders. 
* The sound is moditiea i 


intemal bank memory (in the bank file) and also possibly 
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NG SATELLITE 
BANK MENU 


* The option SEND has the effect of sending the intemal bank to your 


instrument. If nq bank is in memory, you can select a bank fm the fileselec- 
tor box. 


* The READ COMMENT option displays comments attached to a bank, tis 
available for the SYNTHWORKS banks of D10/20/110/MT32, K1 and M1, 


+ Some instruments cun send additional data besides thei sound banks. The ML 
for instance can send GLOBAL PARAMETERS, the D10.can send DRUM 
KIT, etc... The menu will display the files that ate available forthe selected 
instrument. Please note that the file is simply sen to the instrument, Nothing is. 
displayed in the window. Sending such a file will erase any bank previously 
loaded in SATELLITE. 


+ BUFFER SIZE 
‘Thesmallera Desk Accessory, thebeuter. Youcan redefine he size ofthe buffer 
SATELLITE is using, but this is dependant on the instrument you use. 
Clicking on the menu option will display 3 choices (ihe current size is 
surrounded darker), 





10 K: Sufficient if you use DX/TX banks, K1 banks, ESQU/B0 banks, 


Sufficient if you use DX/TX libraries, D10/110, DSO and M1 sound 





36 
banks. 


i ALL") The selected 
53 K: Necessary if you want to send complete M1 files ( 
buffer size will be installed when you load SATELLITE next time, 
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UTILITY 


+ Pass Drum Kit. 


Dex pares robes exTRas Yeucanselecta D10/20/110/MT32.drum it file" 


VELLSTE 1.0 Me oz . 
“STETa L me | 


o 2 
| tart r] frirrena] 20/1 10/MT32 are selected in the setup, 

Gar Roland drum kits have preset instruments and user instruments. {fa drum kit 

i] Car Contains user instruments, then be Sure to load the corresponding sou 
HOR 4 a) : ‘sponding sound bank 
cagnaverct into SATELLITE (as the: ‘irument names will be extracted from the hank). 
BF mot ¢ + MIDI Controle. 

Fe mace 1 feats] This option canbe used without Cubase A small window displays a fade with 

Ses cea Set} ‘value range from 0 to 127. Is purpose isto generate any kind of MIDI Conuot 

Fo. cua Change data. Up to 32 Control Change presets can be defined, Click on the 


"FUNCTION’ butwon and a new dialog box appears... 


* You can input a Control Change number 





* You can input a name for that control 


Cubase PIPELINE => * You can define a MIDI channel for that controller, If you input 0 as MIDI 

channel, then the MIDI channels defined in the setup forthe currentinstrument. 

Ammajor advantage of M+ROSis its network capabilities, These are the choices: will be used. The possibility to define fixed MIDI channels is for use with 

ia instruments such as the D10. As a matter of fact 8 controllers on 8 different 

+ Copy Sound to Track. MIDI channels can be used to contro! the volume of the 8 multi timbral pants 
Select a sound in the SATELLITE window, then select this option from the in the instrument (same as for panning). 


‘menu UTILITY. The sound will now be recorded on the current Cubase track. 
Each time you play back the sequence, the real sound data, not just a Program 
‘Change, is sent to your instruments). Using this function you become indepen- 
dant from (maybe) limited ‘sound memory in your instrument. ‘You can send the MIDI data to the MIDI output or to Cubase When youselect. 

the second option Cubase should be in record mode (recording from M“AOS), 


* Clicking on the "SAVE" button saves the 32.controller settings, as well asthe 
‘current value of each controller. 


+ Join Configuration, 

Aconfiguration file (see dedicated chapter) canbe joined to the current Cubase 
Song; When you load the Cubasesong, you willbe requested whether you want 
{0 Send the configuration as well. A single confirmation will do to send up to 
‘50 banks to all your synths! 
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CONFIGURATION 


Select Edit’ the menu UTILITY. A CONFIGURATION BOX ap 





Use the cursor to scroll through the 50 possible instruments of the setup. You 
canassigna MIDI datafile to each instrument (generally a sound bank) as well 
asa Program Change number. Simply click on the white horizontal field and 
Selecta file in the appearing filesclector box. You can save this configuration 
file or to load en one for modification, 


Any filethatcan be sent from the main page or dump utility canbe selected here. 
H you want to send 2 files toa same instrument, define it twice in the setup, 


‘The option TOTAL RECALL lets you select and run a predefined configura- 
tion, When selected itoads the configuration into SATELLITE and analyses 
it Each file of the configuration is loaded and sent to the synth on the MIDI 


Santo select the right memory. When a file cannot be found on disk, or if the 
Fle does not match the right instrument (for instance a DX file selected for a 
D50),a Warning is displayed. 

TOTAL RECALL is useful especially for users owning a hard-disk, 


Ea eae M1,ESQI/80,D110 can receive ‘a.dump automa- 
ically but the Roland D10/20 id DS0 need to be set 1 receive it (see 
SYNTHWORKS manuals), ry, ess 


Files saved from the dump utility can be selected ifthe instrument is set "FREE 


SYS-EX" in the setup. Even files that don come from the SATELLITE dump 
uulily can be selected, provided they contain pure system exclosie dare 
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DUMP UTILITy 


UWTVERSAL owe wtLtIy 


watt oop 
Lo 









This dump utility enables you and save almost any synth memory. 
Pena Youre ready to send the bank rot the synth simply select nde WAT 
FOR DUMP" and press the bution "RECEIVE® ‘When the dump is received, 
Click the right mouse buuton. A file selector box appears and you can save the 
dump ({ite extension *.BNK'). Its possible ta send several banks One after 
‘nother and thus create some ‘bundle’ (depending on the sizeof the buen), You 
can also define a dump request, Type the dump request code for your synth into 
the field reserved for it (refer 1o your synths’ system exélusive manual). 32 
fequests an be defined, saved and named. Just use the arrows to scall though 





the requests. Some examples come with SATELLITE. Ifthe bution “SEND. 
REQUEST™ is selected (white lewters on black background), and you click on 
“RECEIVE” the MIDI request is sentand: SATELLITE collects, any incoming, 
‘dump until you click again, 


Receiving a dump is easy with a program running under M“ROS.lemight (not 
necessarily must) cause problems if you use a non-MeROS sequencer. There 
Could be an incompatibility due to the MIDI input por management. [this is 
the-case, please operate from the Desktop or from any Non MIDI program, On 
the reverse operation (Sending banks) no loss of data can happen as long.as the 
sequencer is stopped. 


‘The field "Channe} Pos." indicates where the MIDI channel information is 
Positioned within abulk. Foralmast every synth this shouldbe set to 3 (the thd 
byte of most bulksis the MIDI channel). When SATELLITE saves file, italso, 
saves this information. In case you want to send the bank on an other MIDI. 
channel, SATELLITE js able to manage that. This information is also used 
when you doa “TOTAL RECALL". If you don't want such an automated re- 
channelization, then simply erase the field or write0 BEFORE you receiveand 


sayea dump. . 
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SAVE SOUND FILES 


Whena soundis selectedin the window, youcan sive thecorresponding system 
exclusive MIDI data in 3 different forms: 


+ MIDI FILE, 
‘This is provided for universal compatibility 


+ SYSTEM EXCLUSIVE FILE, 
Some sequencers directly accept this format. Besides that you could use these 
files to build up e configuration made up of individual sounds instead of banks, 
‘The use of that is that the dumps are very quick when you do a Total recall and 
{in the case you use a D10/20/50) you don't need to configure your synth to 
receive data first. 


+ PRO.24 pattern. 
‘The pattem only contains sysiem exclusive data and can be inserted anywhe- 
te you like on @ PRO-24 track. 


MACRO EDITOR 


‘These faders do not only control 1 Parameter but up to 8 simultaneously to 
achieve a’ "Macro change”, For example used toedita D50: ‘sound the ATTACK 
fader will affect the 4 volume and 4 filter envelope attacks . 


Generally the fader names ‘Speak for themselves, but let's discuss a few 
examples: 


* BRIGHTNESS often affects a filler setting, 


cy 
@ 
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INSTRUMENT 
PARTICULAR CASES 


YAMAHA DX/PX7 


1 Tete are several types of DX/TX synihworks sou files, When selecting a 
sound, the voice painters are always sen; adiona parameters only iftie 
‘eceiving instrument accep them (je DX 7H adit parameters wil nou be 
sent toa TX7). In the bank menu an option enables yoo to oad any eaegony 
froma SYNTHWORKS DX/TX library. When such category isin memory 
selecting a sound will send the voice parameters only 


«When you select TX7 in the setup, a vertical row of 8 buttons willbe displayed 
aside the bank window. This is espescially designed for TX#16 owners: 
pressing a button changes the SATELLITE MIDI channel allowing you to 
Quickly send a sound to another TI module. If for instance the MID channel 
defined inthe setup is2, then you can switch to MIDI channels 2 109 thanks to 
these buttons, 


ROLAND D10/20/110/M¢T32 


* The MIDI channel in the setup corresponds ta the Roland “Unit number". Ie 
should be 1 in most cases. Note: You should not rechannelize a dump if you are 
‘ot familiar with Roland's "Unit number’-concept, as it otherwise your syrith 
‘might ignore these dumps, 


+ For the D10/20/110: two buitons on the front page let you switch between 
PATCHES and TONES. Only the TONES (ie the real sounds can be Macro 
dite), 

+ The vertical row of 8 butions lets you select the synth part you want to edit 
Any sound selected is sent fo that part If you have a multichannel sequence. 
sunning atthe same time, this can be very handy. 
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TIPS & TRICK 





SETUP: 





ames, clicking onan item with the 





+ When the window displays the instrumeni 
RIGHT mouse button will select this instrument directly, without displaying 


any dialog box 
+ You can define several instruments for the same type of synth. For instance 
you can define 8 instruments for a TX816, each one differing from the other 
only by its MIDI channel, 

+ In this version 1.0 of SATELLITE, although they can be defined for each 
instrument, no MIDI input port is used for sound and bank transfers (but for the 
dump utility). 

» The program SATELLIT.ACC can be renamed SATELLIT.PRG. Itcan then 
‘be nun from the Desktop same as any other program, 


‘Note: When using M-ROS, be sure to have the version 14th of march 1989 or 
newer. 
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M-ROS Switcher 

Introduction 

One ofthe hig advaniages of M-ROS is that several programs can be run 
Simultaneously othe same computer. Ths allows you to playback sequen 
ed material at the same time as an automation program is controlling your 


mixer while you are editing sounds on your synthesizers, and much more 


The M-ROS Switcher is a program which lets you launch (stant) up to ten 
Programs at the same tine, and switch between them, Note the following: 





. You have to have at least 2 MegaByte of RAM in your co nputer to 
be able to run two programs simultancously. But there is a Switcher 
application for a single program running on a 1040 ST, see page 9. 

* Ifyou nun two M-ROS programs together, they can share data and 
fun in Sync. But you can also run non-M+ROS programs together 
With each other and with MeROS programs, no matter whether they 
are MIDI-programs or not. 

* You must begin by starting and configuring the Switcher. You must 
have.a version of M.ROS (a file called MROS2. xx, where xx is a 
version number) in the M.ROS folder on the disk, 

* —_fuly drivers you intend to use must also be located in the M:ROS 
folder. 





Drivers are loaded automatically when you star the Switcher, and the 
‘ther programs then use the loaded version, 
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M-ROS Switcher 


Starting The 





vitcher 





ust double click on the Switcher program icon 4 star the program: This 
Bives you a screen with ten smaller boxes, one for each program you ean 
launch (tar). These boxes each correspond to one of the ten Function keys 
{C1} to [F10) on de computer keyboard, This i also shown on the lef side 
of each box. The name astigned vo that Function key is displayed in the 
middle 


F? (ML PRG] 


‘On the bottom of the screen is afield (elling how much overall RAM- 
‘memory you have left at the moment 


48 K_|Maximun Size 





























Configuring 


3By clicking on one in at ary oe) fe upward ping tows yap 
dialog box which allows you o seta number of parameters oe 
Prog. Use the eft and right mouse buon othe («andes on 
the computer keyboard to change the values. If you hold down (Shift 
‘values change in larger steps. 

You may set up the Switcher beforehand ee at rane ee 
ike (up to 10), which probably means & programs 

nave meniry (AM) fo It is only for the launched (started) programs 


that internal memory is a limit. 

















Function Key 
‘This isn'ta value, but rather a field used to select which Function key you 


‘want to change the parameters for. This allows you to configure all pro- 


grams, without closing the dialog box in between, 


Program 
‘One Program can be assigned to each Function key. Double clic 
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the 


name field and a standard ST File box appears, Select a Program on the 


disk. 


This does not start the program, it only assigns it to a Function key. 


Size 


Below the name field is a memory assignment field. Use this to set the 


amount of RAM that the program is allowed to use. The total amount of 
memory for all launched programs can of course only add up to the internal 


memory of the computer. Remember that we are talking about RAM 
(internal) memory, not disk space. 
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Click on the tet and right 
{you hold down ihe {Shift} 
in steps of ten, 


‘TOW in the Field to set the amount of RAM. If 
key on the computer keyboard, the value changes 


Cesk oer will eed at leas one McesBy i of RAM orn propel 
cane cach programs operation manual, Th less memory you sign for 
xample'a Sequencer program, the less notes you will beable to recent 


Each program needs 

* System memory, which is mainly Accessories and memory caches 
for hard disks. This isnot shared by the programs; each one has io 
‘have memory set aside for this, This means that you should inne 
the use of Accessories unless you have vast amounts of meray lf 

* Screen memory, 32 KiloByue. 

‘The memory thatthe program itself needs, 








MIDI 

As sated in the beginning of this text, MeROS makes it possible fot pro- 

Brams to co-exist and run simultaneously, whether they actually are MoROS 

‘Programs themselves oF not. But you must give MrROS a clue-as to which 

ype the selected program is, 

+ MeROS programs should of course be set to MROS. 

+ Most other programs should be set to Standard, 

* Programs that bypass the standard Atari routines for accessing the 
MIDI ports should be set to Internal. These programs are probably 
real-time MIDI-programs like sequencers, 


Input and Output 
{fhe MIDI paramete (see above) is ett Internal, the progratn always 
sends and receives via the standard MIDI In and Out ports of the Atari, 
‘Therefore the Input and Output parameters can't be changed. 
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the MIDI parameter is set to MAGS you select MIDI In and Outputs from 
Within the program itself So again, the Input and Output parameters do nor 


apply. 


Bub if the MIDI parameter has been set 10 Standard fora Program, you can 
decide where Input tothe program should come from, and where Output 
should go. 


* You always have the Atari option which, is the standard MIDI 
connectors on the computer. 


- You also always have the Possibility to send MIDI data via MeROS. 
Programs running under M-ROS can communicate, data can be sent 
from one program to another and even between several computers 
funning M+ROS programs. This is one aspect of the networking 

that sets M+ROS apart from other systems, The M-ROS 

option here for Input and Output can be thowght of as an invisible 

MIDI cord running between all M-ROS programs in your system. 





* You may have more options depending on what “drivers” you have 
installed with M‘ROS on your disk. A driver is software for using 
extra hardware with your computer, such as a Steinberg ‘SMP-24, 
MIDEX, MIDEX+, or a C-Lab Unitor. These hardware units have 
extra MIDI In ‘and Out connectors, and ‘you can make the program 
feceive MIDI data from, and send to, these connectors, 
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umber on a certain MIDI Channel 


{U3 the let and right mouse boton wo change the Program Change MIDI 
Channel and Output 1f you set Channel is OFF. no Program Change 
umber is sent out 


Saving The Configuration 

Once you have al the sting right, you can save ties to dik Pull down 
{B® Options menu and select Save Configuration. A regular SF fiche 
‘appears, 


fou can only load anew Configaration when no ther program than ihe 
Switcher is running, Pull down the Options menu and sleet Load Configu- 
ration, 


It you save the configuration under the name SWITCHER.SET op the same 
level (in the same folder or in no folder) asthe Switcher program, i wil be 
‘automatically loaded when you start the Switcher. 


Launching The First Program 
‘There are two ways to do this: 


* Click on the name of the program, 
* Press the relevant Function key ((F 1] to [F10}). 


The program starts and you automatically switch to this program. The name 
fields for launched programs are inverted inthe Switcher. 
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Launching Other Programs and 
Switching Between Programs 








= Ifyou press {Control} and the left and right [Shift] keys on the 
computer keyboard (three keys in all) at the Same time, you return to 
the Switcher. From here you can start the next program just as the 


first. In some programs you must also press a fourth key (anyone) to 


be able to get back to the Switcher 
+ While being in one of the launched programs, you can launch another 
program if you hold down {Control} and the left (Shift) key and press 
the relevant Function key (Fl) to F 10}, 
+ Toswitch between programs that are already launched, just hold 
down {Control} and the left (Shift] key and press the relevant 
Function key (F1] to {F10] 








If there is not enough memory, the Switcher will inform you. 


Either try o lower the memory assignment for that program, if possible. 
Remember that all programs have a minimum memory requirement. Infor- 
mation about how much RAM a certain program needs is normally found in 
its operation manual. Or, if that method doesn't work, quit one of the 
programs that is running; to free up some memory. 


‘The time it takes to switch between programs depends on how the program 
hhandles memory and how much music or other MIDI data is sent out at the 
moment. 
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Quitting 


Quit each program as usual (when not 
‘quitted all other 
its Options menu, 





Single Application 


This menu item has to be left wn-icke if you want wo be able wo Launch 
several Programs, But, if you tick it, the Switcher behaves diflerently 


+ In Single Application Mode, only one program can be launched ata 
time. Aflee that program has started, the Switcher disappears, just 
like the Desktop does when you start a program as usual, without tbe 
Switcher. 


+ Alle settings made in the Configuration dialog bor ix sil valid for 
that program. The main use fo this is to allow a program set to 
Standard mode, to access any In- and Output on any Device you wie, 
and even be pan of the M-ROS network, even though itis not an 
M>ROS program. This is good if you for example run Cubeat with 
‘one or more devices on a 1040, and wish to wsé a non M-ROS editor 
‘without reconnecting your instruments 


+ When you Quit the program, the Switcher comes back, 50 that you 
can Quit that. 








